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7 EDITORIAL 

A new staffer is introduced and some strategic 
promises made . . . 

9 ZZAP! RRAP 

Lloyd looks at another set of mail 

47 COMPUNET 

G aiy (Techno »Te aboy) Liddon c o mes out of tempo- 
rary Comp un et retirement to have his say 

55 ZZ API TIPS 

Julian offers a bumper selection of maps this 
month, including another ZZAP! First- A 3D map] 

69 CHRONICLES OF THE WHITE WIZARD 

More adventure games come under the all -seeing 
eye, and there's more MUD wallowing too! 

81 THE SCORELORD RANTS ON 

Another selection of high-scoring egos goes on 
parade 

82 TAM ARA KNIGHT 

Continuing the adventures of Met Crouch er's 
female heroine . - , 
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A quick round-up of the latest lucky winners 
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Including the latest stirrings on the Gremlin Front 
and a collection of games that will be along very 
soon 
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48 A DAY AT THE SEASIDE 

Coming soon to an arcade near you ... A trio of 
fearless gamesters travelled to the Blackpool 
Amusements Show. This is what they found . . . 

THE BRAYBROOK DIARIES 

Andy continues the saga of the birth of a new 
game, decides that MORPHEUS is to be the final 
title and gets the Commodore talking to a PC 
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PRIZE COMPETITIONS 


43 THE ZZAP I COMPETITION 

A chance to win a Commodore Dhk Drive - ZZAP? 
goodies up for gratis, too! 

76 DEATH OR GLOIW 

CRL offer a giant spaceship to a ZZAP! winner. 
Well, alright then, a giant mode) of a spaceship. 
Copies of the game on offer too , . , 

69 LEVIATHAN WORD SEARCH 

50 copies of ENGLISH SOFTWARE'S latest game 
on offer 
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DON'T CAST A CLOUT UNTIL MAY IS OUT . . . 

So don’t go hitting anyone until you’ve got the next 
ZZAP!, out on 9th April 






— V 



Available on Spectrum, Amstrad & Commodore 


DURELL sales dept., 

Castle Lodge Castle Green, Taunton, Somerset, TA1 4AB 

telephone (0823} 54489 


R.R.R £7.95 



r* - iliia Hill »:l = liipr|||*:i nv-rlT. k 1 1 L4i I rrtM 1 


Spectrum in October, Amstrad fn November, Commodore 64 In December. 


A \ C9.95 


Sales dept., 

Castle Lodge, Castle Green, 
Taunton, Somerset TAI 4 AB 
England TeiepnonE juejii 54439 & 








Tactical Remote Assault Corps VS Cycloid Al Resistance 


TERRIFIC 
VALUE FOR 
MONEY 

‘Tracker could lop the addiction 
charts... 10 out of 10 lor sheer 
playability.,, terrific value for 
money' 

Commodore Computing International 

'Controlling several craft at once 
will put your mind Into warp mode’ ^ 

Computer Gamer ^ 

Presentation is excellent’ 

Commodore User 


I 


T racker heralds a new dimension in strategic battle simulations. 
An intelligent life force has infiltrated the central computer on 
Zeugma IV causing the Cycloid police droids to run renegade. 
You must take simultaneous command of up toeightTRAC units 
which form a special TRAC force to intercept the Cycloids and 
regain control of the Centrepoint computer. Its fast pace and 
devious strategic challenges make Tracker the ultimate in 
artificially intelligent strategy games. 



CBM 64/128 cassette 



CBM $4/128 disc 

£17.95 


Cycloids swarm ihfi point 

complex la attack youf Skimmer 
TRAC Squad 



Don't snoot tttiS -cme* A Skimmer exits 
the node lhal you're about to enter 


A glance at the long range scanner 
shows four CycFotds homing in on 
your Skimmers 



Back lo the scanner, to work out the 
location of ihe nearest 
communication centre 


A Mack I Attack 1 A Cycloid rounds a 
bend Blast H before it wipes you out 


yh — 

O ’ n i Gi ■ if : @ 
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Drop a ilmebomh in I he 
communication centre and get out 
before It explodes* 



Rambird Software, Wedi-ngion Hou&a r 

Upper St. Martins Lane, London WC£H 9DL 
Te« 01-240 8S36 

R h i nn ;r l 2 Software is a divish^n of 
British Toiscommunications pic 





Screenshots laksun from CornmodH>re 63 version 






1 1 m not usual ly f ul I of joy th is late in 
the schedule, but I'm always will- 
ing to make an exception . . * so 
will you join me in welcoming two 
new members la our ranks . . . 

First, we have Steve Jarratt f“l 
used to be an industrial chemist, 
y 1 know") - a 24 year old from 
Ti vi dale, just outside Birmingham 
("I'm not a Brummie"), Steve is 
working on Z2AP! as of this issue, 
providing reviews and comments 
f 1 ■ Yep , I Ve got a degree m chem is- 
try"). And just for more inquisitive 
among you , . * his interests 
include driving very fast f -1 but not 
illegally - honest 11 ) in his Fiesta 
XR2 P and science fiction films and 
books C J my girlfriend's called 
Claire, by the way - and she's 
absolutely gorgeous"). He also 
paints - mostly fantasy pictures , 
and occasionally takes photo- 
graphs. He adores ton -pin bowling 
i Tenth Frame's dead good"), 
and listens to Peter Gabriel, Talk- 
ing Heads, and Simple Minds 
{" well, I did listen to Queen a few 
years back, but I'm much better 
now"). Steve’s favourite films are 
Blade Runner, Close Encounters 
and Aliens, and his all -lime favour* 
ite computer program is Merc&- 


will be only too glad to Indulge in 
correspondence with any or ail of 
our many adventure fans. Wel- 
come aboard P h i llipa, and the best 
of luck. 


NEW 

nary, closely followed by The Sen- 
tln&H" I used to play Elites fair bit ") 
and Jack Attack. Arcade- wise, 
Steve enjoys Hang On, Mrfto's 
Castle and Xevious ("the conver- 
sion was appalling"). He dislikes 
very little {he’s such a chummy 
Brummie - ,J For the last time, I'm 
not a Brummie"), 

Com i ng soon to save the day for 
Z2AP! Strategy fans is Phillipa Irv- 
ing, hot from pages of our sister 


magazine CRASH. Currently 
studying for her history degree 
beneath the lofty spires of Oxford, 
our own University Challenge will 
begin as soon as she receives her 
64 and disk d ri ve. Not content with 
filling the late {well he always was) 
MrMasterson’s shoes, Phillipa will 
also be helping the White Wiz by 
providing a valued second opinion 
from time to time. Thriving on 
debate and controversy , Ms irving 
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change to cycle down the hill and delve into some more of your let- 
ters. Letter of the Month this month isn't right at the start, because 
1 1 bought , after last month's mammoth ' G&untiel is bugged' hinge, 
that it would only be fair to let the other side otter their point of view. 
We received this Fetter from some mysterious sub-set of US Gold, 
who call themselves 'The Gauntleteers 1 a . . 


My arms are creaking, my legs groaning and my back shrieking-it's 
that time of yea r T y o u see - ea rly planting time. The earth "s still f rozen 
solid though, hence the complaining extremities; playing The Sen- 
tm&iior eight days on the trol doesn't prepare you for gentle exer- 
tions like turning the sod. 

SOp after a long weekend inthe cottage jungle, It wasa refreshing 


jj 



magazines. Commotions User 
gets a big 95% here vwhjt&bea 
7ZAP\ by 4% (91 % for those w 
can t subtract}, 


WtiarffneKt, ah, Adventure cdj 
urn ns. Commodore User does 
have a rather extensive column, 
but it doesn't seem to have the 
atmosphere of the ZZAP! column 
I 'Wave my rating out here 
because J'm not an adventurer. 

One of the most important col- 
umns this — News — and here we 
have Commodore User with four 
pages {average} of news (about 
half screen shots irucotour as well) 
against ZZAP ■ ' s to ur pages fsome- 
tntins mpre, sometimes : es?;) 
vjrtiich contain a lot more detail 


petition, and a much betflwlayout 
balance of reviews, articles and 
■ettj^HRiuidn't the scores here 
be 97% to ZZAP 1 and 79ft, to 
Corimmiore User?"*® 

Next we have reviews- come on 
Anon, can't you see that ZZAP! 
has the most thorough and com- 
plete reviews in the computer 
industry - here again we see - 

ZZAP! with more colourscraert’ 
Shots and more humorous ahnirt- 
depth criticisms. 27AP 1 

Comr^Gr0y8&$m%\y' * 


I m now going to try and sort out 
this ZZAtyt vti&mmodore U$sF 
issue once and for all, 

Pirst ornWmietter say that 
although t live In the United! States , 

I still get ZZAP! and the odcMCom- 
modore User fairly offenfAnd jam 
disgusted »ith the number of let- 
ters slagjlrwpiff ZZAP! ttH^pear 
in Comrmqoi i? User, For instance 
the latest c5py had a total of about 
1 3 letters (com pared to around 30 
in the ZZAP! Christmas Issue) of 
which at least six attacked ZZAP! 
and the most annoying pan was 
thai none of the letters had 
reasons to bach up the ‘slaggin 
off'. 

Referring to the December 86 
issue of ZzAP! We have a writer 
called Anonymous who decides to 
give ratings on various elements of 
the two magazines. Lei's try and 
get a ‘reaf evaluation of these rat- 
mgs. 

First, we're given PRESENTA- 
TION in which ZZAP! gets the best 
by three percent, Listen. Anon 
why can t y o u accept that I n ZZAP! 
there's far more colour, more let- 
ters, in-depth and abstract articles 
(such as the Musician's Ball), 
which knocks spots off t he com- 


bmn. CWse decision this but I think 
1 ZAP 1 dbes get the edge with 94% 
against 92%. 

Value is probably the most 
important factor in buying 
magazines. ZZAPI wins this sec^fl 
tion by 7% with a score of 97% 
First of all ZZAP! has 


nas an average sixbr seven pages 
of the above, wh e r eaf Commo- 
dorevsgr has only four pages (on 
average). Vet again, there's more 
colour and more screen -shots 
appearing in this section of ZZAP! 
than in Commodore User . ZZAP! 
again dominating with a 95% to 
90% score, 

. Okay, here’s one of Commo- 
dore User's strong points - Pre- 
views. It does, quite often, haves 
lot of previews, but also tends to 
take previews a bit too far, and 


more 

reviews, more colour pages, better 
letters pages, a better news col- 
umn, and has a better presents! ion 
rating than Commodore User. 

Also ZZAP! seems to have (an 
average, again!) an extra 3-0-paqe 
advantage, of which about three- 
quarters is editorial," 

The overall rating will be left to 
you -just take my opnlorts and see 
whether you agree with them. And 
remem ber , everyone has their own 
opinions but they only mean 
something if they can back them 


unbiased opinions given by both 


i up with justifiab le arguments. 

Oneiast rioter Anon, says ZZAP 1 
iS sometimeschildish, pyt doesn't 
anyone have the Freedom to 
I escape reality lor a few pages? 

Also what sort of childish 
behaviour is it to print a screen- 
shot as part Of a review with pro- 
fanity easily visible in it? 

I've spoken my opiniorffhow 
iet’s here yours, 

Mark Jones, 1618 Wesleyan 
Bowman Road, Macon, Geor- 
gia, 31210, USA. 

/ Vn simpfy breathless , Mark. Such 
detail! )t‘s nice to know tha t ZZAP 1 
has such strong support from the 
other side of the Atlantic, and 
thanks for your comments. Cm 
staying well out of any arguments 
relating to this issue (I know the 
power of Eugene’s roundhouse - 
who’s Eugene?), and with all due 
respect to your letter, Mark, t’d 
suggest we leave the magazines 
to get on with the business of 
being magazines and tel Lloyd 
Honeyghan (no relation) got on 
with the slugging* 

. F know nf jet it in the neck from 
just about everyone, hut i thought 
yours was fbe fetter most deserv- 
ing of the softwareprize this month 
(costs a fortune sending stuff to 
the Steles no doubt}! And there 7(1 
be cries of bias, I know. But abitol 
flag-waving now and then doesn 1 
do any harm. So there it is, Mark. 
Make your choice and let Carol 
know. 

LM 




TOO HARD 


Dear UoytL 

r have two computer mad boys of 
frve and eight who can’t wait for 
your magazine to be published 
ench month. Each Issue receives 
so much attention that it In variably 
tel Is to pieces. But they a re aFways 
disappointed by the competitions 
which are far too hard. Please 
coufdyou consider a special com- 
petition for your younger readers 
occasionally, 

Lti Best, T ad ley, Nf 


Basingstoke, Hants 

It's a bit difficult catering for 
everyone, Liz, and surveys show 
that your twq boys are Weil ahead 
of their time to be so enjoying 
ZZAPJ The average readership age 
is 1 r or so, and certainty the 
biggest 9ingle age group is 1 4 to 
1 5-year-olds. But HI pass your 
request on to hewhodeddes (the 
mighty Penn). 

IM 



uem uoyd, 

I would really like a pen pal. My 
name is Paul, and J am ten. I wOwFd 
like someone my age (no older 
than 12) ta write to. I don't cam 
where you come from (as long as 
you can read and wntn English] 
and I don t care i f you ‘t e a hoy or a 
gid. I live a! 7 Southpark Avenue 
Prestwick, Ayrshire, Scotland 


Dear Lloyd. 

I wool d I \k e a pen pal who knows a 
lot abpul the Commodore 64. | am 
a boy of 1 2, VVouJd you prim this so 
Tha t someone who might like to be? 
my pan pal will know where s live 
My address is 1 Chatham House, 
Mt iSfeif Ro&d, London SE5BPN 
By the way my name is Calvin 
Kent 



* 
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The price range can be even worse in Scandanavia, and as Paper Sud 
of the so-called ZAP Cracking Company claims , . , 


TREASON ON 
THE HIGH SEAS 

Piracy of software ts an enduring subject, and the response to publishing 
a letter from someone catting himself ' The Proud Pirate " in issue 32 > has 
been considerable, 

S Fenton from Sfantey, Stoka-on-Tmot is not very amused when he 
snaps . . , 

If Ws so proud, how come he hasn’t put his name at the bottom of his 
letter? Coward. 


I n Norway, you h a ve to pay about 1 90 kr (t 1 8} for one single game on cas - 
setter As you understand* this kills the honesty of most gamers. 

, . t and there it is agetn, high prices making honest men of thieves. But 
other justifications are offered. Paper Bud again . r . 

The most stupid thing to do is to ban the pirates, since we are a great par 
to the Commodore world. And \ know for sure that I r and many with me. 
would n fewer have owned a computer today if we weren't able to copy 
games from one another, 

i must say, that I can 1 quite see that one , Paper ; ft 's a pretty thin excuse ■. 
To become 'a great par 1 1 suppose you pirated your incredibly expensive 
computer in ttie first piece? Gary Tobin offers a justification thafsquite 
■new to me, in his opinion , . , 


i agree — at least the pirates of the Spanish Main rogered their jollies from 
the masthead with pride. S Fenton is aiso annoyed that 'The Proud 
Pirate 1 presumed to be writing for ALL school kids , , . 


. . . the reason why people buy pirated games is that firstly., such titles 
are genuine ones. Thfe may seem ironic, but computer games sold in 
shops ore. in many cases, much more false than reproductions sold by 
pirates'. 


fm 1 5, have had aC64 for three years and have never copied a game for 
it yet. tslor will I because I wonder if our pirate has considered that his 
practice is not, and l quote , 1 to save mo n ey and cut comers \ but is act- 
ually stealing the cost of the game from the manufacturers? 

It is stealing, of course, and whatever the excuse, the nature of the act 
isn't changed. Bui apparently, you re a voice crying in the wilderness of 
the school playground, Mr Fenton. Russell Wallace from Duntaoghaire, 
Co Dublin, knows . ,. . 


Really, Gary, how so? 

Many original games, as stated In your magazines, hide behind an official 
licence, the game iisetf not even being worthy to be ceiled a computer 
program due torts lack of graphics, sound, gameplay or effort on the pad 
of the programmer. Other games, sold by software huuses. many of 
whom one would think to be reputable and honest, are very, very poor 
imitations of an original in the hope (in both cases) of trapping the 
unwary, 


. , „ the magazine has to officially condemn pi racy; but think of the situa- 
tion for those of us who aren 1 1 p a id for pi ay ing games a! I day. Most people 
can only afford,, at most, one game a month. The February 87 issue had 
over SO pages of reviews. I wouldn't bother getting the magazine if I knew 
that 49 pages would be totally irrelevant to me, Similarly the high- score 
chart would be meaning less except that I have pirate copies of 1 1 of the 
games on it (1 would have 12, but l deleted my copy of Infiltrator and re- 
used the disk because the game was incredibly boring J r 

I like that subtle threat. RussdL about not buying ZZAPI. S Fenton 
doesn f t agree that lack of money affords a proper motive for stealing, and 
addresses TPP again . * , 

Maybe Mr Trott can afford £10 - El 5 games on a steady salary working 
in a computer shop , hot that doesn't stop you from working! You've prob- 
ably never done 1 0 minutes of honest graft in your Ufa. And that patheti c 
excuse of not oeing able to woik for more than two hours a day is rot. Two 
hours a day in a proper working establishment, maybe, but that doesn't 
stop you from working at homelike everyone else. All in all I think you well 
deserved Lloyd's, verbal ' bolting 1 -one of your favourite words J believe 
pirate. 

Now there's a shot across the bowl Btrt game pricing is obviously 
foremost in people 's minds. especially it they Itve outside the UK. Gary 
Tobin from Dublin, Eire reckons that . . . 

■ 

The only price which seems to appear in a software house’s vocabulariy 
is £9. 99, a price which can mean anything up to Cl 3,99 in the Irish Repub- 
lic. The so called budget games am mostly, excluding a few such as 
Thrust etc, games unfit to be sold at any price. 


AT LAST! 

COMMODORE 



CIA 

MPU 

PLA 

ROM 


AT REA i IS nC RICES Wll i [ 1 REE SOCKET 

*525 £17 99 ROM 901227-03 £15.99 

6510 07.99 ROM 901225-01 £15.99 

906114-01 £!&.» SOUND tiSSl 07,99 

901226-01 £15 99 RAM 4164 £2.49 

CM POWER SUPPLY UNITS £26.99 


Alt prices indude po&t & packing, handling and VAT - or &end your fauhy 
computer and P.S.U, Un free estimate and repair from £9.99 + parts 

Spectrum Low Price Software List Available 

SEND CHEQUE/P.O. TO ACCESS/BA RCLAYC A RD WELCOME 

ELECTRONIC SERVICES 

176 VICTORIA ROAD WEST, CLEYELEYS, BLACKPOOL FYS 3NE 

lei, (0253) H227IJX 

TRADE ENQUIRIES WELCOME Send large S.A.E. for full list 


Out isn 't that confusing the issue a tittle? Now you're talking about 'buy- 
ing ' pirated games - presumably commercially stolen games? 

Many of my computer- linked associates, I believe, buy pirated games, 
a nd in fact there i s scarcely one, I have heard, who does not ow n a game 
of dubious origin. 

Got it Gary, you don't indulge in piracy (illegal home copying), but you 
approve of professional thieves doing it for you so you can buy games 
cheaply? 

I do not condone their actions, but I do feel that it's almost impossible to 
COndmen 1 hem, given that they do sci I , I hear at a very r. iasonab le price, 
and in my opinion are much less dishonest then many of the software 
houses, 

i see - along the Marxist ime that all ownership is theft; so it's copyright 
holders that are the thieves, end the people who rob them for personal 
gain who are the honest men ? I like that, I must fry ft out on Newsfield ... 


Paper Bud, however. 1$ far more materialist in his attitude, and 
appears to hove constructed a theory that supports his right to be a . . . 

. . , so-called pirate. Bui as a matter of fact, I don't feel like an outlaw. 
You say it's i l legal to copy games , h ul is it real ly ? 1 1 ve seen so many ver- 
sions of what is legal and illegal, that l can' t count them. Sometimes, it's 
legal to make back- up copies of your own games. Then sometimes it's 
legal to copy if you just copy from an original disk or cassette. Then again, 
sometimes no copying is allowed under any circumstances. And it goes 
on and on like that. 


Yes indeed* Once again, it isn 'f the pirate who 's to blame, but society for 
confusing him and making him that way. At least Russel I Wallace is more 
honest about his motives when he says , . . 


John Trott's description ot piracy as a network of juvenile delinquents 
making protits from other people's work is wrong. I don’t knowanybody 
who charges fri ends lor copies of software , And if a friend asked you for 
a c cpv of a game would you really tell him 1o go an d buy it ? I don’t think so. 


No, I have to confess, I would lend it to him - hot that isn 't the same as 
saying, 'go forth and multiply It S a sad state of affairs if /ending is 
synonymous with approval to steal. Nevertheless, most software houses 
have, like the music industry before them, come to terms with unor- 
ganised home copying. They don't condone it, hut they know they can't 
prevent it either , What they can do Is try to limit the harm this type of piracy 
does to the industry in general and a damp n ot j rmk up any serious Copy- 
ing rings. 

Back-up utilities haven't made things any easier for them, but to those 
who would suggest banning them Russell Wallace has this to say , . . 

The ideas of Trevor and Nadium for Limiting sales of copying utilities 
wouldn't work, I have three including Fast Hack ’Em and guess how I got 
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them? Yep, even it one won't copy itself some hacker will modify it so two 
can b@ used each to copy the other. 




Thepirst# pirated so to speak , 4 I 

From what evt <> yone says. fhs matter of piracy seems to rest on the 
perceived value of software; and there, everyone has their own idea 
what a game should cost. Gary Tobin thinks Britain 's software shoui 
be sold under the authority of a special body . . . 


3, 


The British travel industry is overseen by ABTA, the multi ■ nationals are 
kepi in check by the Monopolies commision. So why, in the name of all 
things holy, can't there be such a burly in the Software industry? 

How would it work though? . 

An independent body, white not review g a game, would view it taking 
into account time, effort and resources applied to it - and then fix a price. 
Whatever you may say, in my opinion it is quite easy to judge which 
games are made to trap the public and which games are made for the 
pu b!*c to enjoy. It something such as th i s happened , wh i le not erradteat- 
ing piracy, the average micro user, would see piracy for what if is. Until 
the software companies clean up their own act, l for one can not fully con- 
demn pirates. 

Theft opens up many cans of worms; who wifi judge the judges? being the. 
ftapsf of it Pnc e fixing is largely regarded as stifling to commerce end 
eventually unfair to the public. But i'll throw that thorny debating point 
Wide open, Any takers out there for the idea? 

Thank you to those taking part in the debate . i must say I realty enjoy 
putting these multiple- opinion jobs together! 

LRfl 


WARRANTY 


IS OUR 




i 

i 




PSldttolorephr’°V' s »« ?, 

1 

leaflet Id yourself I thaak you 

Safcsaasa- i 
Ss ass® 

the Mediate column and, l hop . 
niaarlv refers as intended la the 
Media Ufe branded boxed pro 

ingS and hake his ^^nhSd 
I was very concerned when heto 

a V hW,°b«m^ yg a t, 1 

him to return me 

a warranty on bulk disks ne 

Sme h^apy of the endow* 
lAahlel together with the teu V 
disks' They were replaced on hat 
0 vh J,h Ane for oriE basis with a 
personal note explaining why. No 

acknowledgement was received 

KSlttS The vcyu™» «=«“ 

•SffiSSSSk 


the inconvenience it can cause. 

Finally may » repeatmy 
^r-ninokeson behaU oi DDo uis. 
ObSsly Mr Murray was meon- 

J^encedandsontethingwas 

amiss. ODS-UK haven t tnedW 
avoid a warranty claim, but 
has been a genuine mrsun- 
der standing. By our 

3Ssss£® s Tsr 

taKiV M *• 

d UV° s ''SS«' Mu ’'? y - c 

*?dor>t afl »n ge' « » J9| 

rtn U^iue VQUT business' we reai y 

and product for out customers, 
after all we need them 

mhSd « r 

Director, ODS-UK, Middlesex 
Street, Hampton Hilt, Middlesex 

TW 12 1 NJ 


Hmmm. having fltoocfltf 
the team. 

l nave to tsii you trial t agree wr 
him, and you seem to have 
unriersrciod ihe warren. . 
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WHAT’S IN THE ‘PIPELINE* 

FROM ARGUS? 



ONLY SMART <m *S 
HAVE THE ANSWER! 


There are 50 copies of Argus’s next blockbuster 
{worth £8.95 each) up for grabs! 

All you have to do is tell us the name of the game... 

1 think the name of the game is:- 


NarriP 


Address ,,,,,,, 


■!■!!■■! rii m rrn ii rrrrrmiPirBMiiiiiiiiiiiiiiiujiiiajjjjjjjj 

i ■ a inm 


Coraputer owned 

The games will be sent to the first 50 readers to 
send us the correct answer. 

Return this coupon to: Argus Competition, 
Inter- Mediates, 2 South Block, The Mailings, 
Sawbridgeworth,HejrtgCM21 SPG 


Winners! peed 1G 'Nirold for delivery No coTre&p^nde-neee^hEw' 

entered info. Ainu's decision ls tm*] 






Dear ZZAP! 

Thanks for your kind review of 
Gaunffefonthe C64. We reed with 
interest the letters you published 
concerning: Gaunffe/inyour March 
issue end feel that some points 
need clarifying. 

Firstly, and most important, 
Gaunf /ef arcade fanatics will know 
that some levels said 1 Players may 
now go off screen 1 . This feature 
was incorporated on the Commo- 
dore only and was implemented 
on most levels , If a player does go 
off screen, he must re-trace his 
steps to re -appear In the playfield, 
or find an exit, perhaps by waiting 
until the walls turn into exits. This 
feature has not proved popular 
and has been turned off in the 
latest version. 

Tape users should note that 
Gauntlet loads a block of ten levels 


from which it chooses four for you 
to play Whenthe tape reaches the 
eng, rewind it and press play. The 
game wiii continue and you will 
probably encounter new mazes. 
The game has not crashed. 

Extra shot speed proved unrelb 
able On the Commodore because 
the full - colo u r scroll took so much 
processing time. We decided that 
colour was more important lhan 
shot speed. 

As for poisoned food, look at the 
handle of the jug. We Invented 
poisoned food which has now 
appeared in Gauntlet n In a slightly 
different form. Anyway, It‘s sup- 
posed to be hard to teU the differ- 
ence! Slow down and look before 
you leap. Poison&d food wM lake 
1 oo health points , one spec labil- 
ity and/or one potion off ypu. This 
works. 



One of your readers claimed 
that characters swapped abilities. 
This is news: to usl There is no way 
that characters could swap 
abilities. We think he must have 

1 1 ' ed s pecial abilities from spec - 
■al potions or lost them by eating 
poisoned load. The same person 
writes that 'potions randomly dis- 
appear'. Potions on scree n can be 
-hot by demons, lobbers or the 
player. Potions held by the charac- 
ter can be lost by eating poisoned 
food. As for his other comment, 
the treasure room bonus is added 
to your score as you enter the next 
level. 

Final i v thanks for all of your 
entries to our competition. Some 
of them were terrific. Please feet 
free to write to us, The Gauntlet 
Programmers, US Gold , Units 2 
and 3, Hertford Way, Holf ord. 


Birmingham B6 7AX, We are 

pleased w ith Gauntlet and are 
always interested in constructive 
criticism, 

The Gauntleteere 

Thanks for the into. Gaunt {may I 
call you 'Gaunt ')? f trust it clears 
up points for some readers, 
although as is the way with these 
things, no dove i there will still be 
doubting Thomases around with 
further queries or complaints. As 
the gentlemen say - feel free to 
write to them. 

Another company also 
responded to a reader's com- 
ments; Scott Murray complained 
about the wording of a warranty in 
a leaflet front Direct Disk Supplies 
Limited The managing director 
writes . . . 



PLEASE BY MAIL 




fl 



Dear 

I have just read an interesting bit 
news in A dventurert ss u e Se v * n . It 
seems that Hewsfleld Publicat 
are considering running a POM 
game. 

‘ Is this true? Will It run In all 
magazines or Independently? Will 
it be SF or fantasy-based? How 
much wlfl :r cost? 

sincere? hope that this idea 
off the the ground as I am sure 
the many CRASH, ZZAP! 64 
and LM readers wifi enjoy playing 
a PBM game as I did in Personal 
Computer Games with their ‘Final 



muci 
I si 

than 


nflicf (are all you Union mem- 
bers still out there?) 

ul Booth, Leyland, Lancs 

ft 's true that NewsHetd has been 
considering a PBM game for some 
time , although plans aren "t quite 
as firm as the news item you mem 
tion might have suggested. Cer- 
tainly CRASH readers seem to 
have been taking to Brendan 
Kavanagh 's PBM page very well. I 
wonder what ZZAPf readers think 
of the Idea. Let me know. 


RRAPS . . . 


R RRAPs m 



\ BBA SS A RRAPPER 

a rrappeR ^ 


FOOTBALL MANAGEMENT 


Thr** C M FwtbftH< Min*a«fn«fit Stni*gy Qn 
rTYgimu Is paekad wlttt GENUINE FEATURES 


A COMPREHENSIVE LEAGUE GAME - all 1 Mms home & away. Ftjll squad dflflWH all teams. 

Injuftro, Team Mytol, In.ffuichsubatftutM, Named? WWOKJ SCortfl, .bamprehenweflunj- 
marital, [• S« ImI#, FlrtiftCial brofctLVTiE., Ttam Training, Continuing Saaawa. Save game 
exposition Seted SbfcngMt T*am w* MUCH MUCH MOHEf *4/l2Sk Cwvmtfor* K.M 

WORLD CHAMPIONS 

A COMPLETE WORLD CUP SIMULATION- f rom Cha firtl Sriandi ■«, qualifying slagaa. lourfliatchm 
ane OF. 10 IhS FINAJJS - Baled trem Rqun.nl of 25 playsm. 2 h-Matcfi uibathu allowed, Discipline 
lab^. 7 Skill iMla. and MUCH MUCH MOREI ktfudH a lull tart match, simulrtkm with ba„jr m, 
6oc4™i, Sanding ftf, Comet, Ftea ktfkft, Match limer, Infyry t*r -s, Ertn Urn*. Goal Imas and 
Mf - lRE Wi$3k Commodari E7.96 

EUROPEAN II 

CAPTURES THE FULL ATMOSPHERE OF EUROPEAN COMPETITION - hhHIM Aiw*y Ie-oj. Away 
count cHiAiIb pi drawn), Full pvufly ShMt Out (wim SUDDEN OEATHl 7 Skill Mk,2>U&a 
alk^?d Pra-mitctt tsmmrws, Discipline table, RtfHmvt AiyfertHuta MtoC tipn. DMttgwBtj 
ina MUCH MUCH MORE 1 Plul FULL TEXT MATCH SIMULATION. AVI 23 k CDflirvtadnn C7&5 

FANTASTIC VALUE - Bit* 2 p»mu deduct ELM; buy $ amn** Mutt E3.VC 

AM •» i vatimMm for JWM£ OMTf 0S$PATCH toy lit CLASS POST and Jrctaft PULL 

INSTRUCTIONS ft 00 cuftitl* W 

From 1 A J SOFTWARE, Ham C3, 37 Rtetmoor Read. EHRELD, testers*, Bl37l£ 



Dear Lloyd Mangram, 

Having been eh avid reader since 
Issue 1 I have written a little poem 
(Rrapj about ZZAP!, and it goes 
like this: 

ZZAP! 64 is for me 

Better than sitting home watching 

TV 

Better than a long walk in the park 
Better than listening to my dog 
bark 

Better than going for a swim 
Better than going with my 
girlfriend, Kim 

Better than riding on my bike 



WRAPS 


Better than playing with my mate 
Mike 

So ZZAPI is the best without a 

doubt « JVm j 

That's what my Rrap's ell about 

Good luck in 87. 

David Taylor, AJvlngton, Gloe 

It 's things Hke your letter 
that make me feel belief 
no matter how much wetter 
the day may be. 

Is your dog a Red Setter? 

LM 
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send yooh 
l ADDRESS - 
1 STAMPS - 
CATALOGUE 
JDNT AT THE 
SS REIflW I 


PROGRAMMERS 2 
STARTER KITPTf . 


DID YOU GET A NEW COMMODORE COMPUTER 
FOR CHRISTMAS* 

DO YOU WANT TO LEAHN HOW TO PROGRAMME 
IT SIMPLY* 

THEM SEND NOW FOB DUH SPECIAL OFFER PROGRAMME HS 

STAHTEH KIT WHICH CONSISTS OF 

SIMONS BASIC RHP 49.95 

PROGRAMMERS GUIDE RHP 9.95 

INTERNATIONAL SOCCER RRP 12.95 

AN INTRODUCTION TO BASIC - PART 1 RRP 9.95 

JOYSTICK RRP 7.95 

TOTAL KIT PRICE £90.75 


SEND 


juste 

name & 

W3TH2* 

tdqub 

KPAfl^ 
1 ADDflE! 




LIMITED 


140 HIGH STREET WEST SLDSSOF ■ DERBYSHIRE ENGLAND 
TELEPHONE 04574 5S555 04574 67761 


Mai! Order 
Callers Welcome 
Visa & B/Card 
• Just Plug In 

■ Use Pokes 

■ Break into Your Garnet 


16 Wharl St Sowerfry Bridge 
Halifax. West Vfcrk* HXG 2 AE 

Tel (042 2)833901 
MBX JRC 3 C/NET 




WHERE ARE YOU? 


* '■* 


** tT, 


Dear Lloyd, 

I m sick to death with the attitude 
q 1 the major software houses. 
They pay huge sums to get an 
exclusive " licence to convert a 
game from the arcades, often one 
thal nobody " s ever seen o r pi ayed . 
then take months to produce an 
appalling end product! 

I wholeheartedly agree with 
Julian RignaJi in ZZAP 1 February 
when he about Brerikihru - 
"Why bother spending a fortune on 
an official lic ence when you ‘re 
going to I urn out a heap of rubbish 
life this?' 

And that’s gust one of m eny a! ro • 
chous licences. In fact, besides 
Gttuntfpf, the only good games 
reviewed in that issue of ZZAP* 
were all originals without the hint 
of a 1 big name !< There must be 
people running companies like 
Ocean or Elite who NEVER see ( he 
final games; why would they 
retease junk like Cobra or Highlgn - 
der otherwise’ 7 And have the nerve 
!□ charge a tanner too, Havu the 
big companies forgotten the 
essential elements of a game, 
such as basic playability? 

My second gripe is with iho 
growing number of monotonous 
clones on !he m arker if I see 
another ninja beet 'em up 111 go 
crazy! It all started with Way of the 
Exploding Fist and from then 
we've seen nothing but replicas, 
with subtle differences, on every 
aspect of martial arts. 

Now there's a new style for 
everyone to copy - Ga \untfet. I can 
assure you we haven't Seen the 
last game in that maze-of- 
monsters style yet* In a year well 
a l« be sick of t hose too Wh y can ' t 
software houses produce any 
original games any more? These 
are always the favourites with the 
public, carvt they see Ihaff^ 1 Why 
can 'I we have more games like The 
SenhneP No hype, no big name, 
no double page adverts, i u st a bril- 
liant game. 

No xt t wani to ask al I the wa Ikes 
com plaining about ZZAP ? to go 
and read their phone book instead 
So the Christmas issue didn't fea- 
ture any stunning games up for 
review? But it was still an amazing 
read, and a lot better than certain 
“other’ mags whrch fell back on 
'exclusives' lhat were rush" 
reviewed . , . but there does seem 
to be a deluge of poor software ou! 
at t he moment - becau se of all ih e 
licences, perhaps? Vvb never seen 
so many pictures o! a disgusted 
Rsgnall in ZZAP fi 

As to the idiols who write aboul 
ZZAP! falling apart, and demand 
that better binding be used - rub- 
bish? Out of ail the magazines I 
hava, only ONE has ever sepa- 
rated From the cover. If readers 


simply avoided throwing their 
issues around, uud la rce-i aiding 
them, I hoy would hove no prob- 
lems. The staples are fine. They 
must be if bo(h my Christmas 
ZZAP! s from the last two years are 
Still Intact dEsppla each having 
quite s lot of pages. Wha! would 
readers prefer, a thinner 
magazine? 

Christopher N ester h ArdgEass, 
Co Down, N Ireland 

I cion 'r think anyone would disag- 
ree with your sentiments about the 
quality for quantity) of licensed 
arcade games at the moment, 
Christopher, it seems to me as 
though there *s a slump in anginal 
thinking. 8ut 1 have to defend 
software houses against your sug- 
gestion that they spend huge 
sc m.s 1 and 1 take months ' specifi- 
cally to produce ■ an appalling end 
product \ No-one does that, 
because it r s si fly. They may take 
months . and the end product may 
be appalling IN SPfTE of months 
of toying care and attention taken 
o ver the program, 

To me. the biggest problem 
appears to he in the large m -house 
programming teams so popular at 
the moment. Once, having sev- 
eral, sataned programmers was 
taken a$ a sign of commitment to 
the product - it indicated Serious 
Programming as distinct from the 
pack bedroom ' software house 
style prevalent four years ago. And 
arguably, a collection of games 
designers ih concert should add 
up to more than the sum of their 
individual efforts; certainly prog- 
ram control, production and polish 
shoufd be better and more 
efficiently handled. A software 
house feels safer if it knows the 
source of its games are firmly rjrr 
hand (and on the premises). 

But white this seemed to work, 
say, IB months ago, the effects of 
being pah of an ins tituthn are pos ■ 
Si'tJy beginning to be deleterious 
to originality and imagination . / say 
this, because so many successful 
programmers are, by nature, lon- 
ers. Perhaps by putting several 
together in an office 'cage\ their 
spirit is being stiffed- 
And there is the side-effect 
caused by having an in-house 
team - unless they're always 
working , theyTe very expensive, 
so rather than asking them to 
come up with original ideas, you 
make them do the licensed con- 
versions while relying on maverick 
outsiders to sell you something 
original now and again. 

That's my opinion, l would be 
interested to hear from program- 
mers working in large in-house 
teams to pul their point of view. 

LM 


Dear ZZAP! 

Please could you send me the 
address of Mastertronic because 
my Human Rave tape no longer 
loads, I sent ft to the Company I 
bought it from but it was returned 
with ‘Gone Away' stamped on it. 


LM„ Pilsley, Chesterfield, Oer- 
bys 

Not another LM?l As for Master - 
tronic '$ address . . . can you help, 
guys? 

LM 


hotibies Exchange 


3R1ESHT 
SWIT 

Only £499 

Reset The Computer & Poke.. 


Post Free 
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CHUCKED IN THE EGG 


Dear Z2AF" 

I am writing to you on my Dad's 
behalf enquiring about the game 
Chuckle Egg ft. So far he's map- 
ped Out the whole game, made the 
egg and the toy . BUT there are t wo 
problems; 

1) He can't go above the railway 
track after going below it to make 
the toy. 

2 ) He can't gel the toy into the egg. 
Please could you Kelp? 

JDFreov 


PS l shou Id be gratef u I it you would 
print this letter to pert, my Dad up 
a hit. After playing Chucfcte Egg it 
for about three months and not 


completing it. he just moans and 
does nothing. He's in a bad way. 


i hope printing this will pert him up. 
Sounds to me tike he's done quite 
well Over to Jsz for some helpful 
hints perhaps, next month 
Jte> ar ? 


A LOONY LEMONADER 
LAMBASTS 


Dear ZZAP> 

I am writing to you to ask what the 
hell is going on at the Towers 
lately. Are you all on the waccy 
baccy or the loony lemonade? 

Your meg In the last two months 
has gone to the dogs. 

The Christmas "SPECIAL' was, 
to say the least, nothing special, 
and vastly overpriced. The 
reviews, when 1 could find them 
amongst the rubbish were very 


poor. I mean those egotistical bal- 
loons. Rianall. Sumner and Eddy, 

1942 


loons, Rignall, Sumner and Edd; 
the ACE reviewers sla _ 
Something ridiculous. "Next month 
the game comes straight into your 
Charts at number 1 6. Just shows 
how much they know! 

February: how could CLOTH 
EARS SUMMER describe Marlin 
Galway's version of ft's a Kind of 
Magic as reasonable. The cretin 
wouldn't know a great piece of 
m u sic if it smacked h i m in the gob. 


(whichsomeone should do quickly 

more}! 


before hi$ head swells any more)! I 
This is, without doubt one of the 
best pieces of music I have heard 
on the 64, and I know a lot of 
people agree with me, 

For someone who th i nks the Art 
Of Noise is music (his musical 
taste must be in the rear of his 
underpants) to slag off anybody is 
a sick joke. 

Just as sick as the Highlander 
game! Gauntlet (from US Geld) 
was bound to be given a Sizzier, by 
your (REVIEWERS'?). I mean it's an 
old arcade game, (nothing new or 
original) yes it’s good but not 
(93%) good. 

Fireiord another good maze 
game only gets 68%!! Desfripyer 
the best warship simulation to 
date only 65% . Tatzan a meagre 
50% , HypabalM%, It's A Knock- 
out 24% Skynuncar 56%, Judge 
Qradd(\\ is disappointing, but 1 3% 
was totally garbage), Sigma 7 only 
70% (very mean) Paperboy 44% 
(this is a joke surely). Space Harrier 
(45% utter crap, as you always like 
to say. Terra Cresfa (56% too hard 
for the brainless wonders was it?) 
Breakthru (19% come on for 
gawd's sake), Tenth Emme (85% 
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for the best sports simualtion in 
months), why don't you get some 
real reviewers, and not these 
swell-headed teaboys to review 
your games? 

Let the people who matter most 
(JOE PUBLIC) review the games 
on offer, Run a monthly competi- 
tor and send the winners a game 


to review, then you may get a 
realistic percentage for a game, 


and not some of the outrageous 
and tot ally false figures of two or 
three pea-brained pen-pushers. 

The games I've mentioned, I 
have, and I thoroughly enjoy them 
all. 

I hope this letter will not be 
treated like the last three letters 
I've written to you over the last five 
months. I notice that any time I 
write a letter to you with any criti- 
cism of 22AP I, or the (STAFF?) IT 
NEVER GETS PUBLISHED. 
CANT YOU TAKE rT? EGO-MAN- 
IACS! 

If you have the guts, answer! 

Jack Diamond, Ayr, Scotland 


What a totally stupid 1 , klutzy idea! 

JCt 


How the hell is JOE PUBL iC going 
to be able to review games every 
month? The logistics involved 
atone would prove within minutes 
that you haven 'f a clue how much 
effort is involved in that kind of 
orgamsa tion. And besides, all tha t 
would do, according to your own 
argument, would be to s wap three 
pea-brained pen pushers (whose 
opinions on game $ in general you 
know, so yoi , kno w how to judge 
their remarks in relation to a game) 
fora bunch of unknown and, quite 
possibly, equally pea-brained 
reviewers. 

Oh no, Mr Diamond, l know what 
you ‘re really saying - you 're say- 
ing, tef me review the games 
because i know better than people 
whose opinons differ from my 
omv , . 

As for not printing your earlier 
tetters, I assure you the reason for 


not picking them out was nothing 

Iff 


to do with your criticism of ZZA\ 


LM 


Dene Lloyd, 

I am writing on several matters 
including piracy see treason on 
« ® 43 ^Hewhere in Rrap - 

ZZAP' bUt ilJ5< Mme po|l1ts aboul 

!> 1 Jhtjughi the rack or reviews in 
hi ■ Christmas Special was more 
man made up for by the enlertain- 
in EJ variety ot articles 

2) Pteasa ! Please* Threaten Art 
witn JR s politics or somethrnq 
bu, Up something about G P's face 1 
< ie picture m the reviews, J mean 
- put thas hammer down, Lfovd) 

3) fs it tr ue t hat r ear I y you r name i s 
preiixed by 'Score ? 

4 ) Go any of the team have any 
musical ability whatsoever? 

5) Y know IbpseZoi'd's pokes? I 

( ! ( i ' "i f 1 Ci t 1 h a m 4,-, . _ . . i t j. „ 


mg morons into | he prov^rbiaf with 

tStol? 9 *^ veri5ai tashes *g«*. 

Before 1 go please print trie 
name ! David Nicholson' as be is 
jealous 'cos ,1 got my name printed 
m issue 20 ports tips). 

s Fenton, Stanley, Stqke-Qrt- 
Tront. Staffs 

FS Who's Eugene? 


. _ . “ JJUFtBS ■ I 

cur. ( qc -t them io work. When f irv 
Nnna 1 net all mdr rvr+K.,*. j _ 


J 'V nurn, * iT IfFl M TH, 

1 get a N sorts Of things for 
bu'tets crosses, arrows and when 

(he raiig un sequence is over the 
screen goes fuzzy! {Stfeclinq j am . 
mmg makes the picture flicker 
tolween normal and fuzz - bad for 
(he eyes). Mind you J diu win my 
nopy of Zoids in a C& WSfgasp'i 
competition, fhat might have 
somes hing to do wrih it 1 

6 } Who was MV m issued'? (De- 
stroyer review]. I moan r another 
Opinion 15 always valuable, bu* you 
rnight have warned us Did Art 

a ' lT D ° es lhe m ysief ique 
. ™ v vvork I'orCrashTAmtix? LM? 
(phew* what awkward punctua- 
tJQ n ) Please answer 
Anyway keep up the good work 
liko the new added touches m the 

an d 1 rh|m ^ makes a greaf 
Editor, But rE 15 you Lloyd that 

h^K h wh3t n ** -a verita- 
ble Church ilf nt the computer 

industry, grinding pathetic, wing®. 


Oii<te! Who is Eugene? I've no 
idea, If s that Gary Penn inventing 
r^mes again no doubt I mean 
wi ioon earth would want a name 
Eugene 7 (Sony Eugene I 
rttdn Y mean it). 

Referring ?q y 0iJf p iT3 ij C ■ com 

mei its.-quile right $ {what dews trie 
5 if and tor?), whatever the 

excuse, ifs stilt stealing. 

■V;Hv the hard part - the arts- 
W&t'S: 

f) As you can see. Oil's redrawn 
the tacos, and not before time 
when this lot started they were 
resh. bngh I eyed teenage review- 
ers -you should see them on a 
MOndsy morning now 
3) kVriaf, you mean as in Scot a 
toycf , . Actually, I'm pmbstrfv 

more scarred Shan scored 
4} Hone whatever. 

5) i don t think there have been 
mariy complaints from i^nyome 
else, so maybe your answer's the 
correct one? ... 

6) MV was Massimo Valducci tre- 
nwmbsrhim % No? Ah well- Gary 
apologises tor not mentioning /he 


I was almost christened 
Winston ' you know - wouldn 't 

wovldlt? ^ nn3 SOmef) °*- 



NOT A NICE SNAKE 


Dear Lloyd, 

I have only just got a C64, but I've 
been buying ZZAP! aince the Nov- 
ember issue,. I think it n s brill, and 
I'm thinking of subscribing, 

BUT, t must complain about the 
review of Cobra in your February 
issue. For presentation „ the 1 Sim- 
ple title screen 1 p as you cal led It is 
great, 

28% for Graphics fs pathetic; it 
should be in the severities ai least. 
The ammErteion isn't wonderful, 
but the backdrops are great The 
sound is brill too, and deserves at 
least 85% , The Ocean loading 
music is B R I LLi an t an d the tune on 
the game is very good. Hookability 


and lastability deserve 75% and 
85% at least. Value deserves at 
least 80% and your 7% i$ unfair. 
Overall f would give it about 


85%, AIN can say is they must not 

e !c 


have played the game long 
enough. If they had, they might 
have found it as enjoyable aside, 

Jason Morton p Me* borough, $ 
Yorks 


l thought fftey were a touch harsh, 
too, Jason , but i wouldn't go any- 


thing like as far up the scale you 
do. However, each to his own 


taste. 


LM 


That’s it for this Issue. Thank you for all your letters. As you know, 
ZZAP! RRAP is for any subject umter the sun (it doesn't ha ve to relate 
to computer games, although that’s helpful)' If any of the points 
raised by other readers’ letters spark you oft, well let fly. The address 

is, LLOYD MANGRAM, ZZAP! RRAP, PO Bo* 10. Ludlow, Shrop- 
shire SYS 1 DB. 
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Microprose, £14*95 cass 
£19.95 disk, joystick and keys 

# A state of the art h e I icopter/co mbat simulation 


NB: DiSK VERSION REVIEWE D 



T he Hughes AH-fMA Apache 
is reputedly the most 
sophisticated helicopter 
gurtship in the world - lasers, 
cameras, an infra-red night vtew- 
ir>g system, radar sensors and 
jammers, computer guidance and 
targetting systems, and a comple- 
ment of missiles and machine 
guns hack up this claim, Gunship 
gives the player the opportunity to 
fly one of these multi-million dollar 


machines over five scenarios, 
ranging from a series of training 
missions, through three increas- 
ingly hostile combat situations to 
an out-and-out East/West con- 
frontation in Europe, 

Prior to take-off, the simulation 
parameters are defined. The pilot 
inpuls his or her name (the prog- 
ram automatically defaults to the 
name of the last pilot), chooses a 



Vi Ho 
Ht* 




TADS locks onto Art enemy bunker an4the pilot ffc&Bi fcn a ready to 
Mfi* off a of Holtflfc 4fiWUT-f>ifard na misRfcfefi 


unship represents the Mate of the art in flight and combat 
simulators. It is highly impressive in both documentation 
and programming, The vector graphic landscape runs vr?ry 
quickly, considering the amount of features being moved 
around, which helps to give an authentic feeling of flying. This 
combined with the briiltent combat scenes, makes for a very 
realistic and exciting piece of software . in all case s the informa- 
tion and option screens are beautifully rendered and tre e.tsity 
accessed using the joystick. The choice of options is huge, 
which should go a long way towards holding your interest 
Overall, this is a tremendous simulator which represents a fair 
return for your cash - even at the- price, I have no reservations 
in recommending the disk version of Gunshlp, Unfortunately, 
the cassette version takes an unreasonably long time to toad 
and does not include as many options as the disk version. This 
seriously flaws an otherwise excellent program - try before you 
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scenario (from training to war), the 
style of flight and the reality level. 
Thera are three flying styles, repre- 
senting the difficulty of the oppos- 
ition, and four reality settings: 
simplified or realistic flying and 
landing, variable or clear weather 
and the quality of the enemy's 
armament, Following this is a 
brief mg session, which gives mis- 


ng 

de 


sion details and an intelligence 
report detailing military forces and 
equipment in the area. 

The program automatically 
defaults to a standard weapons 
system for the chosen mission, but 
the array of weaponry can be 
adjusted to suit the pilot’s prefer- 
ence. The mission begins when 
the helicopter is fully equipped. 

A 3D Hirst-person view of the 
helicopter's cockpit is then dis- 
played, as seen through the pilot’s 
IHADSS (Integrated Helmet And 
Display Sighting Sub- system). The 
outside world is viewed through 
the armoured helicopter window, 
and essential flight instrumenta- 


tion is d 



beneath - for 


example: speed, altimeter, VS I 
and artificial horizon. As well as 
regular flight controls there are two 
combat features - the CRT 
(.Cathode Ray Tube) and Threat 
Display (radar). 

The CRT has three modes of 
operation: a TADS (Target Acquis- 
ition and Designation System) - I 
used in conjunction with the pilot’s 
IHADSS helmet, a Map, and a Dis- 
play of incoming massages. On 
locating a target, a gun -sight is 
overlaid onto the helmet visor and 
the CRT displays a zoom-camera 
view on which TADS is locked, 
allowing the pilot to Identify the 
target. The Apache’s cannons. 
Sidewinder and Hellfire missiles 
are linked to the TADS system and 
automatically fly towards the 
selected target. However, the 
2.75" rockets aren’t, and the 
cross-hairs in the centre of the 
screen have to be lined up with the 
gun-sight If the rockets are tq 
Strike the target. When there is no 
military activity in the area the CRT 
reverts to a scrolling map with the 




Y et another program under the dubious heading of a 'flight 
simulation," But, like most flight simu In (ions available, this 
Isn't an accurate simulation of flight - its more of a technical 
simulation of how to control a helicopter. Which la why its 
slow, tedious, unrewarding, and not at all atmospheric. The 
vector graphics aren't remotely realistic, and only serve to 
dampen the atmosphere - and my enthusiasm - evert further. 
To be fair though, for whet it’s worth, Gunshlp does offer more 
than the run-of-the-mill flight simulator. At least the disk ver- 
sion does - the cassette version is a complete waste of time 
and effort. 


PRESENTATION 97'^ 

The fotXJfcms instruction manual 
(which provide enligti lining 
ant J vEj-ry n i leresL i ng i ead i r i n) and 
the excellent keyboard overlay 
compensate tor the slow. bill not 
ovt t ly imialiny delay a during 
' se*t-up" 

GRAPHICS 91% 

Con vine i ng 3D graph) < : $ . . u id the 
cockpit display as ea works 
extremely weil 

SOUND 64% 

Functional sound effects which 
could have been belter, 

HOOKA BILiTY 94% 

Thf use rlu I options and 'raining 
missions painlessly ease a 
potential pilot into the action, 

LAST ABILITY 97% 

I ht *ive scenant ts provide a 
wealth of missions and enjoy- 
ment which should keep a pilot 
happy lur months 

VALUE 86% 

Vary expensive, but you gel what 
you pay for 


A hup^rkiJrvn friqhl/'combal 

'YourMrwrasa i»id ! is uuw P»f inan&nlly . Ymirperaonni off acts will ■-iirmltallan 

bts sent La vouf mini nf kin.' 







T he sheer depth of this simulation is incredible. There’s a 
huge amount of detail which adds to the realism and only 
becomes apparent after the chopper has been flown. Little 
things.,. * such as the way missiles disappear into the dis- 
tance, taking several seconds before they hit their target - also, 
the targets within the CRT rotate as the chopper flies around It, 
making flight seem very realistic. The five scenarios are varied, 
and there are many missions within for a piiof to complete. The 
instruction manual Is the best I’ve ever read for a computer 
program. Not only is it enlightening, it's also a very interesting 
read in rts own right. Every aspect of the simulation is covered, 
and there p $ a wealth of information regarding flying tactics, 
military equipment (both allied and enemy), the Apache's 
avionics and the conditions and scenarios of the different mis- 
sions. The in-game presentation is virtually faultless too. The 
controls are easy to understand, and the CRT and IHADSS work 
superbly. The save game option isa brilliant idea and allows the 
user to live a pilot's 'life', gradually improving skills and trans- 
ferring from unit to unit until death or retirement bring it to a 
close. Gunship is immensely enjoyable* being exciting and 
rewarding to fly* As for the cassette version + * * well, Gunship 
was originally designed as a disk-only product comprising 
some 3G€k of data. Consequently the cassette version is on an 
extremely long-winded multi-load format and there are fea- 
tures missing from the original disk version, The program takes 
over twenty minutes to set up, and after completing a mission 
the cassette has to be rewound and another ten minutes of 
setting up endured if the pilot wants to fly another mission. 
There are no status displays during flight, and a pilots record 
has to be loaded and saved manually onto another tape -failure 
to do so means the complete loss of all amassed data! Another 
difference is that the player can re-try any mission* even after a 
crash. If you want to buy the (rather expensive) cassette ver- 
sion, you should consider the drawback of the multi-load sys- 
tem - it's very frustrating. 



A lYtflu 

nf "Hh ., h, «tt Ia f clinuiiAii I«m,. Il . . P- .i-.. 

A 








Two screens can be displayed 
to show the stores status and sys- 
terns damage.. A large, detailed 
map of the area can also be 
brought into the display if required, 


revealing landscape features, 



A Dam*! ge Report can bo ctilhod up 
ill: any tune . . , no re, iht> art fuel 
tank iind eharf i„iy richer iiro 


litions. A cursor on (h<5 map can 
■0 moved onto the flight objective 
so that (he INS (Inertial Navigation 
System) on the cockpit display can 
be used to guide tbs chopper 
directly to (he designated area 
A mission is considered com- 
plete when (he helicopter's 
engines are switched off - either 
behind friendly or enemy lines. 
When the c hopper 1 powers down 1 1 , 
the pilot is given his or her status. 
The craft can then be examined, 
repaired and refueled, although 
certain situations may not allow 
these options. Debrletinq follows 
with possible promotions and 
medals, and finally the perfor- 
mance is saved to disk, even if the 
pilot has been killed or is missing 
in action (when fhr$ happens, the 
pilot can’t be used again). The pro- 
gram reverts to the options screen, 
and the pilot can try another mis- 
sion. transfer to another unit or re- 
adjust the program settings. 
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in need of repair r;; 
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CASSETTE 


PRESENTATION 79% 


The addition ol a neat title 
seguenca doesn’t compensate 
foi the slow, long-winded multi- 


nr r 

m r T 

cttni 

ruTi 


ruin, 

AVIONICS 

-T LfUJNSHI-Ili 

«ii i.noNcm-in 


^N.'TTTrn;i)ui: ROiTm 


GRAPHICS 91% 

Convincing 3D graphics, and the 
COCkpn display area works 
extremity well 

SOUND 64% 

Fund tonal sound effects which 
could have been belter. 

HOOKABIUTY 78% 

Any Initial enthusiasm its quelled 
by she lengthy and awkward 
mu It i -load", 

LASTABIUTY 71% 

The fsve scenarios provide a 
wealth ol missions and enjoy 
mem which should keep a pilot 
happy U i^r months - if the multi 
load doesn'i prove too frij&trat 
»ng. 

VALUE 58% 

Grossly overpriced, 




72 % 




A superlative flight/combat 
simulation ruined by a painful 
tnulM-loar 2 system, 










Only the honourable cuill 
Survive the bloody eonfliet of 



In an age lit nhlrli honour was revered, from a lime when grace and beau I? were virtues, » class of warriors set 
tliemsctves apart to dedicate their lives to a perfection in combat that in Itself was an artlomi, to a discipline of 
mind that became a religion. The attaining of such excellence required an extraordinary diligence in se I Menial 
and training in order to arltine the ultimate accolade War Lord 1 . Kendo, Karate and finally Samurai are the 

tests that must be mastered before such honour ran he bestowed. 







'Wonderboy reminds me of Super Mario Brothers,., you ain't go 
wrong with Wonderboy, it requires skill, timing and! is good, 
clean fun , 1 






'Dressed to kill in nappies and a motorbike helmet, with a 
skateboard as his trusty steed and wielding a stone axe, 

Wonderboy is bom — ready to fight off the nastiest of nasties, 
willing to leap the widest chasm, and eager to risk his life 1 . Aicadt Aciiisn. 

Computer ami Vkttu Games 







A RCAdE SCfif V* 


AUCAOi SCFtiN 




JUMP INTO THE W 




% Best and fastest scrolling on a racing game’ 

% 'Best sprite design 1 
% ‘Best playability’ 

% ' Best coin-op conversion 1 Popular Computing Week ly 

• brilliant' Arcade Action, Computer and Video Game, 
% Your Sinclair Megagame 


ACTIVISION 

1 ENTERTAINMENT SOFTWARE 


This Sega coin -op conversion puts other top software : l 



Z X SPECTRUM 48K/128K+ (£9. 99), COMMODORE 64/ ! 2L- 
and Disk (£ 14,99) and 









FREE GAME OFFER 

(details inside each pack) 


SPACE COLONY "06" has been attacked by space pirates 
To put an end ro their plundering, a private rescue team 
calling themselves the ''QUARTET 1 is recruited. 

extremely addictive and highly playable’ Arcade Action, 

^ Computer anj Video Games. 


AHCAQE SCREENS 


O RACING 


1 1 jH &•, % 


i 

- t| 


/ 

1 -/ 

• ' f , W\ 


/ 

r*?4 

K J 



houses to shame- It sets a new standard for arcade tie-ins. 


Sinclair User Magazine 



sseuel £9,99) and Disk (£14.99), AMSTRADCPC Cassette (£9,99 ; 



SPSCTPUM SCHEENS 


1 M & © SEGA ]9RiS AH Right* Reserved. Activision, Inc. Authorised User. 
Mail order; Acii vision (UKl Ltd,., 2J fund Si reel, Hampstead. London MW3 2PN 

Tet : 01 41! 1101 




Just when you’ve paired the course. 
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.will test your abilities to the 



was hailed sports 

ird Tournament disks added eyen more precision, even more 
[drtion brings another dimension in excitement and graphics as 
>. trees, water haard^and rough with a gameptay that’s 
its demands and realism. 


LS #Sf.V 




CBM 64/128 

cassette 

£14.99 






5<3f tvuj^ "irg-rGorareO 1 


US. Gold Ltd fc Units 2/3 HoHbnJ Way. Hotford, Birmingram BG 7 AX. Tel: 021 356 338B 


















On early levels, the botts of light 
emitted by satellites are green and 
harmless, but on later levels 
deadly red laser bolts are also 
encountered. Other hazards 
encountered more frequently on 
later levels are meteorites, and 
alien defence craft which 


y For something 
'w that's nothing 

more than an old 
MjgB variation on the 
Asteroids theme. 
Zone Ranger has stood the test 
of time well. This Is mainly due 
to its fast* a^cfttng and addic- 
tive qualities. The graphics 
areril astounding. In tact 
they're a slightly weak in 
places, but with game-play as 
good as this, you don't have to 
wo*iry about little things (ike 
that. The frequent appearance 
of the Inner Sanctum maze 
provides a relaxing break from 
the otherwise hectic blasting. 
However if s never long before 
you're back into the action* 
The great thing about Zone 
Ranger 1* that it can be picked 
up and played at any time - ifs 
a good, straightforward blas- 
ter that stands up well today 
against $o many complicated 
games. 


materialise at random and give 
chase, firing laser energy in your 
direction and attempting to collide 
with you. To gain some respite, it 
is possible to drive into a Sonic 
Sparkler - a twinkling clump of 
dust that confers temporary invin- 
cibility. 

Original equipment consists of 
four space cruisers, with an addi- 
tional craft added for every 1 F 0O0 
points earned. There is a set time 
for each level to be complied, 
and failing to destroy aK 16 satel- 
lites within this limit results in the 
Foss of one ship. When a complete 
network of targets has been 
destroyed any remaining time 
units are exchanged for bonus 
points. 

Just to make life for a would be 
Space Hero that bit more frustrat- 
ing, the aliens left behind an 
automatic robot repair system that 
sets about fixing up damaged 
satellites. The space cruiser's sen- 
sors detect robot activity, and 
when the alert sounds it's wise to 
Seek out and destroy t he offendi ng 
android. 


PRESENTATION S2% 

Elegant game structure, enough 
relevant on-screen information, 
and an attract mode. 

GRAPHICS 81% 

Little variety, but different, 
characteristic and very effective 
wilh it. 

GRAPHICS 58% 

A few liincliortal Sppt effects, 

HOOKABIL1TY 83% 

Instantly rewarding and addic- 
tive. 

LAST ABILITY 77% 

Easy to pick up and play - at any 

turns. 

VALUE 94% 

A veritable bargain - not to be 

m issed 

OVERALL 80% 

A neat and cheap addition to the 
shoot 'em up range. 


ZONE RANGER 

Firebird, £1.99 cass, joystick only 


S et In the multi-dimensional 
realms of space, you play an 
intergalactic Good Guy a 
shooting out malevolent satellites 
- despite the name of the game, 
youYe firmly on your own: there's 
no futuristic Tonto to help out. 
Piloting a craft with unlimited 
reserves at fuel and ammunition 
you have to destroy a set of sixteen 
satellites that form an alien com- 
munication network before prog- 
ressing to the next level where a 
similar task awaits , . . 

Space is a relatively empty place 
on earlier levels - the target satel- 
lites drift gently, pulsing out light 
beams in four directions to main- 
tain communication with their col- 
leagues in the network. Chunky 
brown meteorites drift around 
aimlessly, doing no-one any harm 
as they follow the solar winds* and 


This Is a very slick 
two -element 
game that has 


around open 
space on the trail of targets - 
or bouncing around Inside a 
maze looking for a short-cut to 
satellite destruction. The 
graphics and sound are welF- 
pdiished, as you would expect 
of what was originally a full- 
price game (even it it several 
years old) T and the game-play 
contains enough to keep you 
hooked. You caiTt really go 
wrong with your two quid* 
especially if space shoot 'em 
ups have any appeal for you* 
Well done Firebird - what's 
next on the menu? 

circular warp -holes created by the 
alien space engineers allow a 
canny pilot to hop from one pad of 
space to another, painlessly and 
quickly. 

Your task is to destroy all the 
satellites on a level, and ii can be 


k\ i k * rf This might be 
P ! 'I/-!!" archaic, but it's 
p one of the best 

budget shoot ’em 
yp S around. The 
instructions am deliberately 
sparse, leaving It up to the 
player to discover all the hid- 
den features - and there are 
quite a number of them. Any- 
way „ a lot of the fun is derived 
from suddenly being dumped 
into a situation and having to 
work out what to do next. 1 
liked the variation between the 
frenetic blasting end dodging 
In the main section > and the 
slow bouncing around within 
die inner sanctum. The 
graphics are realty odd - very 
unlike a 64 game In fact - and 
the sound effects do a good 
job in adding to the strange 
spacey atmosphere. Great 
stuff - put ft high on your ' must 
buy s list 

completed in one of two ways. The 
most obvious solution is to zoom 
around ?pace using the pulses of 
light generated by your targets to 
locate them, dealing laser death to 
the mechanical creations on an 
individual basis. Alternatively, 
locate the Super Portal which 
gives access to an Inner Sanctum 
-a maze constructed of force-field 
walla and moving barriers. Inside 
the maze you can pick up glowing 
dots by dri vi n g your craft i nto t hem 
- a tricky task, as Ihe walls of the 
maze and circular field generators 
bounce the space cruiser around 
If it hits them. Contact with a mov- 
ing red barrier or one of the yellow 
exit warp gates returns the cruiser 
to satellite -ridden space with a 
cargo of dots on board. If you can 
then find the Skyway Patrol craft, 
piloting the cruiser into it causes a 
satellite to be automatically 
destroyed for every dot collected 
in the Inner Sanctum maze. 


■ T 

*r J 




r 
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I ndustrial Pirates have invaded 
the eight worlds of the asteroid 
belt and declared indepen- 
dence. This hasn’t gone down too 
well back on Earth, and the Gov- 
ernment have decided to send a 
task Force out to destroy the 


Pirate's base m an attempt to 
restore order, The task force, code 
named FiretraCk, consists of a 
fleet of three ships, piloted by the 
greatest space fighter known to 
man . . , you! 

The objective is to fly over eight 


vertically scrolling worlds, 
destroying as many ground fea- 
tures as possible en route. A giant 
nuclear power generator is 
situated at the end of each world - 
when its two main cooling towers 
are destroyed the world is plunged 




Electric Dreams, £9,99 cass, £14,99 disk, joystick or keys 










i* ^~i- 


fc\ A r 




Recently. verbcsl 
scrollers have 
become as com- 
mon as muck, 
and in most 
oases aren't much better. This, 
however, isn's one ol those 
Cases - Fh r l rack is the fastest, 
most frenetic and playable Of 
them all, The graphics are very 
unusual, with some strange 
Colo or Schemes used on the 
backdrops, but the overall 
effect is brilliant - a very con- 
vincing and highly individual 
depiction of the surface of an 
alien world. What really makes 
Firebar h so good though, are 
the great Meets of alien ships 
swirling and swarming around 
In a state of organised chaos - 
you'll bo hard pressed to find a 
mom frenzied set of creatures. 
Try this out if you warn to test 
your reflexes. 


into darkness. This gives the pilot 
the chance to make a second 
straffing run over the world, before 
the pirates have a chance to 
rebuild. 

Installations litter each land- 
scape and points are awarded for 
destroying them. Some installa- 
tions are marked with an 1 x 1 or " + 1 
- destroying these accumulates a 
bonus, awarded after the 
generator has been shut down. 

To progress from world to 
worid, a hazardous flight across 
Commspaee must be undertaken. 
Successfully crossing the void 
restores the Firetrack fleet io its full 
complement of three. 

The journey across each world 
is made harder by the hundreds of 
anti-Firetrack pirate craft that 
swarm over the landscape. They 
attack with fervour, either 



Oh dear, another 
vertically scrol- 
ling shoot 'em 
up*** but wait - 
® FirstfUCk is differ- 
ent. it looks different and plays 
really well. It's unique in its use 
of colour and background 
designs, and can truly bn said 
tc bo of arcade quality The 
sound is a bit poor, bul this in 
no way detracts from the fast 
and furious action. There is 
plenty of scope, including the 
neat option of being able to 
continue on from the same 
point reached on the previous 
game. Definitely one of the 
best blasting games for l he 
Commodore. 


kamikaze style Of by unleashing 
missiles in your general direction, 
Contact with & ship or one of their 
missiles results in instant destruc- 
tion, 

When all Firetrack crafl have 
been destroyed the player has the 
opportunity to continue .another 
game from where Commspace 
was last crossed or. if so desired, 
a mission can be completely 
restarted with an attack on the first 
world. 




Firetrack as odd. It 
just doesn’t look 
“ like a Commo- 
dore game, and 
mare oltem than 
nolit doesn't behave like other 
shoot ’em ups. The attack 
w,iwds are initially predictable, 
but on later lev Erls if s a case of 
organised disorder - which I 
found very unnerving a I first , 
but very effective, the colli- 
sion detection is generous, 
which makes it all the more 
playable, and the whole thing 
is user-friendly - mainly due to 
the many thoughtful features, 
such as being able to restart a 
level if things go drastically 
wrong. Firetrack is attractive, 
im mac ufaiely p resen ted . 

extremely playable and addic- 
tive, and a must for anyone 
who finds shoot *om ups a big 
turn on. 


PRESENTATION 93% 

i ipusu.i 1 in si rue lions, i sup sib 
«vl tit iptmns. and a neat. usur- 
iricndsy garni - struct unr 

GRAPHICS 94% 

Individual, but extri me!y pnetty 
and vi*r\ ■ 1 1 1 » i I i vi 

SOUND 72% 

An odd sdundlftiek plays 
throughout. bul tfior-i r a usi ful, 
sonrnl i 'H it's ■ mly dp Hi n if <! 
guts on your nerves 

HOOK ABILITY 92% 

Instantly unvardvig and IhhicU- 
shool nm up an l Ion 

LASTABILITY 87% 

E v en tha gr ? sates* of space pile's s 
\\ ll liw I liu/ eight .V *. Hi Is I High 
nuts \o crack 

VALUE 85% 

Ei ifH j \h act i Cir i i a w a i r a r Is 
price tag 

OVERALL 88% 

f i : ■ 1 Ire 1 1 1 1 1 ii an. i r v t i l * n idy 
pi i vabk ■ i • a si l v i hi - t m? . si vet t 
tally scrolling shoot 'em tip h ■ 

, dale. 
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T he Droid Wars come to a 
head in this, the final conflict 
between man and machine. 
Following massive Droid activity 
on the planet Void, there have 
been rumours that the mechanical 
aggressors are planning to nuke 
Earth. To prevent this, five fiesta of 
Vofo Runners have been sent out 
to destroy the Droid forces, before 
the deadly missile can be 
launched- As Admiral of the five 
fleets, the future of Earth is in your 
hands , . * 

Tine action takes place on a 


\ i\ k * _jr? T hi s Is a real treat 

' L 1 Ul fo r the eyes, ears 

MmIl and aggression 
glands. Void Run- 
rier B colourful, 
visually stunning shoot 'em up 
extravaganza, oozing with 
playability r addiction and chal- 
lenge. As wait as being extra- 
ordinary to look at ft also has 
soma really weird control 
methods. The first screen is 
fairly straightforward, but on 
later screens, when the ships 
start to split apart, ft eli gets 
incredibly confusing, adding 
mayhem to the freneticism. 
The action Is Incredibly fast 
and furious and has to be 
played to be appreciated, and 
there's plenty of challenge to 
keep any blaster happy for 
weeks. If youTe after a super- 
lative, and! slightly off-beat, 
shoot 'em up then this is for 


uKjfc out Big uojp. 


VOID RUNNER 

Mastertromc, £1.99 cass, joystick only 


V^V Mr Mlntor pro- 
'4 .. t duces the goods 
m yet again - and all 

w for two quid! Void 

r Runner has got to 

be an all-time classic budget 
game. There's a hell of a lot of 
blasting to be done; most of ft 
at an Incredibly frenetic rate. 
There are loads of screens, 
and the amount of th fog s whiz- 
zing about at any one time Is 
almost loo good to be true. 
There Is a Slightly annoying 
delay between screens as we 
are treated to some colourful 
Mlnteresque graphics, but this 
Is a minor detraction from an 
otherwise excellent game. 


single screen: four tightly- packed 
Void Runner craft appear m the 
middle, and can be moved any- 


where within its borders. The for- 
mation of the craft varies from level 
to level - sometimes they're linked 
together to form a star, either 
pointing upwards, downwards, 
diagonally or to one side. 

When the action begins lines of 
Droid craft emerge onto the screen 
and maraud around. Contact 
between a Droid and a Void Run- 
ner results in destruction of the 
entire fleet, and play switches to 
one of the four back-up fleets, 

Another deadly feature is the 
Teeran scanner, a glowing line 
which slowly moves down over the 
playing area, constantly wrapping 
round and returning to the top. 
Occasionally, it drops a scan line 
across the screen which remains 
'active' for a few seconds and Is 
deadly to touch. 


The most notable 
thing about Void 
Runner, is that its 
Intrinsic simplic- 
ity is reminiscent 
of Jeff Mintf*r of old - good 
so i id, fast and furious b l ast i ng. 
Granted ft's graphically 
sparse, but the emphasis is on 
impressive special effects 
rather than graphic definition. 
The sound's surprisingly 
weak, especially when you 
consider the sonic power 
that's usually present in Mr 
Winter's programs. Void Run- 
ner Is easily one of the best 
budget buys around at the 
moment, and will serve to 
entertain until Revenge 11 
appears - thank you Jeff, and 
thank you Maatsrtronlc. 


The Fleet is capable of hurling 
defensive energy bolts across the 
screen, destroying the majority of 
Droid Oraft on contact. Not all of 
the Droids explode immediately - 
some change form when hit, turn- 
ing Into rad Blobs wh i c h f i re a laser 
beam down the screen if the fleet 
flies beneath while others are inde- 
structible and have to be avoided. 

If enough Droids are destroyed 
the fleet progresses to the next, 
more difficult level. The mission 
ends when all five fleets are lost, 
although an extra fleet is earned 
when a screen is cleared of aliens. 


PRESENTATION 67% 

Colourful title screen and high- 
Score table, 

GRAPHICS 74% 

No picturesque masterpiece, 
but the graphics do their job, 

SOUND 59% 

No music, but some suilabfy 
mucous sound effects to add lo 
the atmosphere. 

HOOKA EHLITY 81% 

The straightforward shoot 'em 
up action provides immediate 
appeal 

INSTABILITY 80% 

Enough challenge to keep the 
most ardent hFasters playing for 
weeks. 

VALUE 93% 

A steal at such a low price. 

OVERALL 85% 

An incredibly fast and frenetic 
shoot fc em up - definitely one for 
the collection. ' 


26 ZZAP! 64 April 1967 




Spectrum Cassette 
Commodore 64 Cassette 
Commodore 64 Disc 

Amstrad Cassette 
Amstrad Disc 


SCOOBY DOO 


Mail order, just sent) a cheq 
or postal order payable to 

P elite systems ltd. 

or quote vout Ctedit card No. 


JET SET WILLY II 


ANTIRIAD 


LUS BO/^US GAME 
OUET, PREVIOUSLY 

unreleased, 

SIMULTANEOUS 

WO-PU^ftACTJON 


RELEASE DATE: 
MARCH 9 th EUROPE 
MARCH 19 th UK 


SSIVE HITS ir 

PLUS BONUS GAM 











bt : ZU'ttJU 

HI : 20400 


US Gold/Data East, £9.99 cass, £14-99 disk, joystick only 


I t's time to sharpen up your bar- 
I room brawling ski IJs, saddle up 
■ the horse and get into the Wild 
West spirit - the coin -op train rob- 
bery game has moseyed into 
town. Eight trains are out there for 
the robbin’, Joystick-and-fire but- 
ton beat 'em up skills are tested on 
alternate trains along with your 
prowess In a shoot-out. 

There are eight trains, with the 
odd-numbered locomotives 
involving hand -to hand fighting, 
The train begins to puli out from 


gunmen, seated bottle -hurters. 
ankie-grabbers and non -fighting 
crate pushers are also encoun- 
tered. Reach the locomotive and 
two lovely bags of money come 
into your possession. 

In the fighting sequences, a tug 
O' war bar in the centre Of the 
statu s area at the top of the screen 
keeps track of the hits, moving left 
as you are pummelled and to the 
right as you land punches and 


allowing you to dodge the 
weapons and bullets hurled from 
the carriages. Pressing fire shoots 
a bullet from your gun’s limitless 
reserve. 

Some of the trucks are open -top 
goods wagons, where the gunslin- 
gers pop up above the parapet to 
fire at you, while other carriages 
are armoured passenger cars and 
the defenders slide orjen the shut- 
ters on the windows before loos- 


This is (unto play 
end, tike most 
arcade games. is 
very addictive. 
Running along 


before the next carriage can be 
attempted. 

Occasionally a birdl flies past 
carrying a bag of money - shoot it 
for bonus points. Bonus points 
may also be won by shooting the 
sack of money that a frightened 
clerk hurls from a window In the 
armoured carriage - but take care 
hot to shoot him. If you blow away 


the horse riding levels are 
enjoyable too. The graphics 
aren’t bed at all, and capture 
the atmosphere of the arcade 
game nicely - the sound, how- 
ever, m dire end onfy serves to 
annoy. The thing that puts a 
damper on the proceedings is 
the big question mark hanging 
over the lasting appeal? The 
eight levels shouldn't take tttat 
long to conquer, especially as 
you can restart the game 
where you died, and after 
they've been completed 
there’s no compulsion to 
return. If you're interested try 
it out first - you might bo dis- 
appointed. 


y This Is quite a 

frustratincjty 
addictive rame 
that combines 
two styles of 
gamei quite neatly. For the 
most part, the fighting 
sequences don't present too 
much of a challenge -advanc- 
ing on your opponent while 
jabbing the lire button franti- 
cally, usually ends the conflict 
quickly end cleanly. The 
shoot- Pul Sequences, on the 
other hand, area much trickle: 
and require a lot of concentra- 
tion if you are to manoeuvre 
the horse to aim the gun AND 


kicks. When the bar fills its win- 
dow, the current opponent is 
defeated and a nifty leap takes you 
on to the roof of the next carriage 
- a bomb placed on the coupling 
is automatically defused during 
this exercise. 

Mounting a horse and galloping 
alongside the even-numbered 
trains, the aim is to pick off the on- 
board gunslingers. The horse gal- 
lops along in the foreground, and 
moves up and down the screen 


ing off a shot or hurling a weapon. 
Open -sided goods wagons pro- 
vide cover from which bounty hun- 
ters also take pot shots at maraud- 
ing robbers. 

It's possible to duck behind the 
horse to avoid the fusillade that 
heads your way, or a particularly 
well-aimed shot can take out the 
approaching projectile in mid- 
flight. A little row of boxes at the 
top of the screen indicates how 
many gunslingers have to be shot 


the station, but before you can 
board there is a belligerent cow- 
boy to be beaten up. With that 
menace out of the way, hop on the 
guard's van and start fighting your 
way along the rooftops of the mov- 
ing trai n. Six types of opponent are 
encountered on the rooftops: 
while most of them are straightfor- 
ward bare -knuckle brawlers - 


way. There are a few neat 
touches that add to playability. 
The graphics are suitably 
atmospheric but the sound is 
decidedly dodgy, Ove? ill, a 
compulsive game to begin 
with, but one diet might pail 
once the full set of eight trains 
has been completed. 


J | Express Raider la 

i ; V. * very simple 
j tf r JHfcl game, but it has 
an enormous 
amount of instant 
appeal with the urge to get 
'just one stage further.’ I must 
admit to playing this mostly on 
the practice level, which pro- 
vides you with plenty of lives 
and allows you to get further 
Into the game Itself. The 
graphics look slightly shoddy, 
but they work well enough -as 
does the sound, t have my 
doubts about the lasting app- 
eal after IPs been completed,, 
but if you're after a fast enjoy- 
able action game then Express 
Raider is worth checking out. 


your benefactor, he shouts ’No’ 
and ail the little boxes at the top of 
the screen fill up again: the 
gunslingers you have killed in the 
carriage are miraculously reincar- 
nated. 

Whether shooting skills or 
fighting skills are being tested, 
each carriage in a train has to be 
dealt with inside a time limit. In the 
combat sequences, failing tojump 
to the next carriage in time 
explodes the bomb on the coupl- 
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WEST BANK 

Gremlin Graphics, £4.99 cass, joystick or keys 


L oaded down with riches 
accumulated during the Gold 
Rush, hundreds of pioneer- 
ing folk head for the famous West 
Sank of Dakota to protect their loot 
from low-lives out to make a quick 
killing. 

Acting as a bank teller, your aim 
is to take a deposit from behind 
twelve doors which lead into your 
office. The character on the other 
side of the door might have other 
ideas about this though, so a quick 
decision must be made as the 
door opens, ShouFd they be a 
cfean-llving farmer or saloon girL 
coming to pFace their hard-earned 
savings with the bank, take the 
cash. But should you be con- 


i-L-x 




ing and the train separates. Natu- 
ral hazards, including tunnels and 
dangling signs complicate mailers 
when you're fighting aForg the 
rooftops, sapping the energy 
reserves of a careless cowboy. 
The higher levels feature tougher 
defenders, and the quantity of the 
opposition increases - extra 
gunslingers have to be faced on 
later shoot-out levels, although a 
lew seconds are added to the 
target time for each carriage. 

Four skill levels are offered on 
the start screen, and three modes 
of play. In practice mode you have 
32 lives but can only attempt the 
first two trains; five lives are 
supplied In normal mode, but 
when they are used up pressing 
fire within ten seconds allows pray 
to resume at the guard's van of the 
current train. Super proficient train 
robbers can attempt the advanced 
mode, where the game restarts 
from the very beginning after five 
lives have been lost. 


i ■ r 

' -Mi- 




PRESENTATION 74% 

Sufiicient instruction and a use- 
lul practice option. 

GRAPHICS 82% 

Effect ivc scroll i mg apid d l -ti in it ion. 

SOUND 62% 

Awful tunes, but good spot 
effects. 

HO0KABILITY 76% 

The simplistic arcade action 
proves instantly addictive. 

INSTABILITY 57% 

Not enough variety to hold the 
interest for very long. 

VALUE 49% 

Expensive For such a limrted 
game. 


* Essential I y Wes) 

p Bank is a game 

that tests your 
reactions and 
recognition. It 
may not sound oxciting, but 
it's vary compulsive and had 
mo coming back for more, 
timo and time again, As you 
progress further Into the game 
ths action becomes faster, 
and ft can become quite a job 
to keep up with the pace. West 
Bank is a good package, and 
well worth a look as It's good 
value at five quid. 


■ lit ■■ "• arf ■■ :: =¥- : 

88 m -s £ 

* • i" 


fronted by an outlaw brandishing 
a gun, you must act in the best 
interests of the bank - and shoot 
them, If, however, you make a 
wrong decision and shoot an inno- 
cent person, one of three lives is 
lost. 

As cash deposits are obtained, 
a Dollar sign appears at the top of 
the screen in one of the twelve 
boxes corresponding to each 
door. Only three doors appear at 
one time, so when these are dealt 
with, the office wall is scrolled rn 
either direction to reveal three 
more doors which have not yel 
been involved in any transactions. 

This process continues tor two 


ft just took one 
ju ‘ .<■ game of this to 

■ put me off. It's 

■ completely and 
■— utterly BORING. 

Having to play It a couple more 
times ‘just to make sure* was 
sheer torture, Wes! Bank is 
Simple, completely banal and 
takes tedium to new extremes . 
There's nothing to do but prod 
one of the three keys at the 
right time, then scroll the 
screen when three cash -toting 
people have appeared. The 
program might be regarded 
cheap at a fiver, but personally 
I think it’s a complete and utter 
waste of money. 


whole days, spiff into nine stages. 
Taking all twelve deposits com- 
pletes a stage, and you are then 
confronted by three of the local 
desperadoes after your blood. 
These outlaws must only be dis- 
posed of once they have drawn 
their guns, points being awarded 
on the speed with which your 
assailants are despatched. If you 
shoot too early however, another 
life is lost. 

When the shoot-out is over, the 
action continues inside the bank - 
however, the robbers are more 
devious and doors close quicker. 


West Sank pro- 
vldes quite d bit of 
jfey a^B fun at first. The 
» O.vJSE! music is vary jolty 
and reaction 
games such as this tend to be 
quite compulsive. However, 
my interest soon waned as 
there is little variation. Graph I- 
dally, West Sank is very smart, 
with plenty of colour and 
neatly presented characters - 
but as to whether you will still 
be playing in a fortnight's 
time , . . 


PRESENTATION 60% 

Ad equate i nst r ucti on s a n d a f ew 
useful options. 

GRAPHICS 80% 

Large, colourful characters and 
a neat layout. 

SOUND 70% 

Atmospheric music, but a bit 
repetitive, 


7 9 t IBUlt 


m ■ >i 




HOOK ABILITY 75% 

Strong mill a l compulsion due to 
is simplicity, 


* . i?S 




LAST ABILITY 51% 

Playable, but not varied enough 
to bold the interest for very long 


k — 




VALUE 66% 

Mdrethan half the fun at half The 
usual price. 




OVERALL 60% 


Nothing special, but it may pro- 
vide some short-term entertain- 
ment. 


Good, simple, solid entertain- 
ment - for a week ai leas! 




OCA 
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Hie re are some places in the universe 

you don’t go alone. 



COMPENDIUM 


AVAILABLE ON: ZX SPECTRUM 48K/12BK/+...E7 99 

AMSTRAD CPC CASSETTE ...£9.99 AMSTRAD CPC DISK ... £14.99 
COMMODORE 64/1 28 CASSETTE ... £9.99 COMMODORE 64/128 DISK ... £14.99 

ELECTRIC DREAMS SOFTWARE. TERMINUS HOUSE. TERMINUS TERRACE. SOUTHAMPTON. SOI 1 FE TEL. 107031 229694 




JAIL BREAK 


Konatni, £8.95 cass, £1 2.95 disk, joystick only 


PRESENTATION 46% 

Adequate pack;ig<ng, poor 
instruction, and hasic in -game 
presentation. 

GRAPHICS 37% 

Crude sprites and backdrops, 
and (uddery scrolling. 

SOUND 62% 

A good tune plays throu ghoul, 

HOOKABILITY 39% 

Far loo difficull and repetitive to 
be rewarding or enthralling. 

LAST ABILITY 26% 

immensely frustrating and tire- 
some to play and only tour simi- 
lar stages to complete. 

VALUE 24% 

Not enough variety or playability 
to warrant the price tag. 


OVERALL 30% 


A bad conversion of r-jn ume 
markable arcade game 


U p uritfcl now, conversions of 
Konami games have 
arrived courtesy of Imagine 
-from now on however, Kona mi 
have decided to produce and mar- 
ket their own conversions rather 
than sell licences. The first 
Konami -produced conversion off 
the production line is Jatl Break, 
soon to be followed by Aterntfsfe. 

The inmates from the local 
prison have broken out of their 
cells, seized the repeating rifles 
from the armoury and overrun Ehe 
town. The Warden is tied to a stake 
in the middle of his own prison, 
and the convicts have captured 
innocent men, women and chil- 
dren to aid their bargaining posi- 
tion. You are the sole surviving 
lawman, and it's up to you to 
rescue as many of the hostages as 
possible, while eliminating the 
rampaging prisoners before they 
do any more damage. 

Starting out in the city streets 
armed with a pistol and an endless 
supply of bullets, the nim is to 
make your way along four hor izon- 
tally scrolling sections and rescue 
the Warden tor a massive 50,000 
jpoinl bonus- Prisoners dressed in 
striped prison trousers scurry 
along the streets, bare- chested 
and dragging a ball and chain. 
Almost all are armed, and they 
loose off triple shots at the merest 
provocation. 

The action Is viewed from the 
side, with the policeman moving in 
one of four directions, firing his 
weapon in the direction in which 
he is facing. Convicts lurk below 
manhole covers, peeking out to 
take pot shots, while snipers have 
installed themselves in ventage 
points beside the roadway. (Tie 


prisoners run along the road from 
right to left, turning from time to 
lime to shoot across the width of 
the street and occasionally send- 
ing a bullet or two from the left of 
the screen. Five lives are provided, 
and touching a convict or stopping 


! ) ( ^.u t think Kona mi 
V would have been 

m better off leaving 

f JU m * conversion 
to Imagine and 
collecting the licence fee, The 
game quickly becomes 
routine - count the three shots 
fired by a convict as he turns 
to fire across the street* and 
then move forward. The colli- 
sion detection is decidedly 
ropey - sometimes a bullet can 
pass through your feet and do 
no damage while at other 
times the 'Got Me r rneasege 
fleshes up to indicate that 
you've lost a life and you can't 
work out what hit you! The 
controls feet cumbersome; H f e 
tricky to line up with the con- 
victs when shooting along the 
street and the animation is 
rather minimal istic. Overall a 
disappointing start to 
ftcnami'g in-house conver- 
sions* that doesn't do justice 
to the competence of their 
arcade games. 


added weaponry is lost when you 
die. 

Barrels titter the streets 
obstructing progress - the only 
way lo dispose of them is to use 
the rocket gum while the tear gas 
launcher allows you to kill off snip- 
ers. All three weapons are deadly 
against the running convicts, and 
500 points are collected for each 
convict, sniper or barrel 
destroyed. According to the inlay, 
hi-jacked trash vans career down 
the streets and can only be stop- 
ped with the rocket gun, but after 
extensive play in the office the 
vans had still failed to appear P . * 

After fighting your way through 
the city streets the action transfers 
to the park, and then moves on to 
the waterfront as you approach 
the jail itself- The final section is 
played against the drab grey 
institutional interior of the prison: 
take care when approaching the 
Warden - the prisoners are likely 


, T i Jail Break is abys- 

& ' pm* maL ft would only 

V * bean 

^ ^ slightly less awful 

— if it was a little 
easier, if there was more vari- 
ety, and if the collision detec- 
ti on wasn't so poor, ifa pheno- 
menally frustrating to get shot 
when it looks as though a bul- 
let is yoing to miss. WhaTs 
more infuriating though, is that 
a prisoner can shoot you whan 
you can't shoot him! Evan with 
infinite lives, I found it incredi- 
bly difficult to get through to 
the last level 


and when I did, 
I was astounded to discover 
that there are only four very 
similar, banal and simple 
levels. A complete waste of 
time and money - wholehear- 
ted ly recommended to those 
with extreme masochistic ten- 
dencies. 


a bullet leads to death, with play 
resuming from the start of the level 
(unless you expire half-way along 
a section). 

Rescuing hostages by walking 


into them earns bonus poinis and 
more advanced weapons. The first 
hostage rescued earns a tear gas 
launcher, whrte the second liber- 
ated citizen hands over a rocket 
gun. The additional weapons 
appear as icons on a status panel 
at the base of the screen, and 
pressing the space bar toggles 
between the weapons held. All 


* +• 4 - L. 


*PX* ■fr.TV^ 


\ \ ^ . For a first release 
from Kona mi, Jail 

mmm e^k j 3 

extremely disap- 
pointing. It is 
lacking tn so much - not only 
are the -graphics jerky and ill- 
defined, but the game-play is 
seriously deficient. Ff$ the lit- 
tle things that are only notice- 
able by their absence that 
really let ft down. For one* 
there's the appalling collision 
detection; sometimes 1 walked 
through a stream of bullets 
and oth^r times >1 died for no 
apparent reason. There's the 
way prisoners appear with 
only half a body, and the totally 
unconvincing way in which the 
characters move . . . I could 
go on, but ft’s easier to say give 
tills one a miss. 


r. .WJI V.%» — 
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PRODIGY 


Electric Dreams £9.99 cass, £14.99 disk, joystick with keys 




PRESENTATION 65% 

Sp a rse ins tfuctson s , b ut good in - 
game presentation. 

GRAPHICS 60% 

Reasonable definition. but 
unconvincing lorced perspec- 
tive. 

SOUND 45% 

Fpir title tune, but little in the way 
of spol effects. 

H DURABILITY 34% 

Fiddly control which is 
immediately off -putting. 

LAST ABILITY 45% 

Large playing area - if you can be 
bothered to stick at it 

VALUE 31% 

Ten pounds is a little steep for a 
monotonous and unplayable 
game, 


OVERALL 40°/< 


An interesting concept which 
suffers from severe payability 
problems. 




* X*" . Mere we go again , 

•& An, great concept - 
bad implementa- 
■■ tion. Prodigy is 
another of those 
games that fails because to o 
much has been crammed into 
it. The game^play, what there 
is of it p is slow and repetitive 
and the graphics don't do any- 
thing to encourage further 
play. The control method is 
awkward, making the game 
suffer even more, and trying to 
make that awful child follow 
you is near impossible - and 
when it is mastered It's even 
slower than before! I didn't 
enjoy playing Prodigy, and I 
doubt it will appeal to many. 


k n the planet of Mechworld, 
■ Bail Ufa completely auto- 
rnated - even the inhabit- 
ants are machines. For many years 
the mighty computer systems 
used on Mech world have 
theorised about the possibility of 
organic life end now,, deep in the 
mechlabs, the Machine Sorcerer 
Wardlock has made their dream a 
reality. 

Incarcerated In his labs am Solo 
the Syntleman, a synthetic 
humanoid, and Nejo, a humanoid 
baby. Solo has realised that as the 
result of a laboratory experiment; 
he and Nejo are doomed to remain 
under examination in the 
mech labs until they die. 

In order to gain their freedom. 
Solo has devised a plan to distract 


the Sorcerer by feeding confusing 
data into his terminals f thereby 
disabling his security systems. He 
and Nejo may then make good 
their escape, and attempt to find 
other organic life before further 
experimentation takes place. 

You take the part of So!o r direct- 
ing him around the maze-like 
mechlabs in search of security 
units, which are then used to dis- 
engage Ward lock's security sys- 
tem. 

Solo's movements are joystick 
controlled, and his task is ham- 
pered somewhat by the fact that 
he must also take care of Nejo, 
who follows h im abo ut on all fours. 

The little prodigy takes quite a 
bit of looking after; indicators at 


the top of the screen tell you when 
Nejo needs cleaning u p an d when 
it is time to feed him. Another dis- 
play also indicates the current oxy- 
gen supply level, which needs 
replenishing from time to time. 

The central display is taken up 
by a view o i one of Ward lock’s 
monitors, giving a forced-per- 
spective 3D picture of the cap- 
tives, their present surroundings 
and Wardlock’s failed experi- 
ments -specifically the Bloberites 
and the Globewells. These hinder 
your progress around the labs, 
and repeated exposure to them 
causes you to be returned to your 
initial location in each zone. 

The mechlabs are divided into 
four major zones, termed ice, 


Vegie, Tech and Fire, Movement 
between them is speeded up by 
use of a teleport system, which ss 
activated by simply walking into its 
chambers. 


. -"'jT * n •***nc* i p rCh _ 

4 '-JB. digy is a simple 

seek- it- out maze 
B game, a type 

which 1 really 

don T i enjoy. The initial diffi- 
culty encountered In attempt* 
ing the simplest manoeuvre 
rapidly destroys any compul- 
sion to explore, and Nejo is a 
real pain - if he p s not lined up 
correctly with a door he just 
stands against the wall, 
immovable. The lab’s defen- 
ders are a continual hassle, 
and you spend most of the 
time trying to avoid them 
rather than looking around. 
This Is far from the best game 
of its genre, and unless you are 
desperate for a forced per- 
spective maze -game I would 
advise you to look elsewhere. 


4 Y JM pletely unpiey- 

I M able. It's incredi- 

I bly difficult to get 

1 the baby to follow 

the spaceman - in some 
places ft requires a pixel per- 
fect move before you can pro- 
gress. This 1$ eo frustrating, 
and when the aliens start mov- 
ing around and getting In the 
way it all becomes too much. 
lt T s a shame really - if a little 
more thought had been put 
into the game -play, then ft 
could have been quite good. 
As it stands it p s no good toman 
or beast 
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Launching soon on: For mail order enquiries please write to: 

Spectrum £7.95 NMC Limited, PO Box 67 

Amstrad, Commodore tape £8.95 London SWi I IBS 

Amstrad, Commodore disc £14.95 or call on 01-228 6730 


The Final Challenge 





Designed and programmed by Kevin Toms, 
the creator of the all-time classic 
“FOOTBALL MANAGER" 


hroughout history, in times of anguish and need, there have arisen 
great leaders who have turned away the tides of defeat, deprivation 


and slavery. They have secured not oniy protection and prosperity for their 

peoples but also a place in the history of mankind. 

Dare you stand beside them? 

Measure yourself against the evil forces of today - total war - 

epidemic - starvation - poverty - 
and prove that you have the power to be 


FEATURING* #Oil Exploration and Development# Battle Tactics 
and Defence Strategy# Politics -including Food Policy, Health, 
Economic Problems, Vote Winning Ploys etc# Finance - Oil Sales, 
Gold Reserves, Exchange Rates , . . and of course - Elections 


Akfctiie Games Ltd 

10 Albert Road - Bournemouth 
Dorset BH1 1BZ - Tel: 0202-296404 


AMSTRAD £9.95 SPECTRUM £8.95 COMMODORE 64 £9.95 COMMODORE 64 (DISK) £14.95 




f 








SHORT CIRCUIT 

Ocean, £6.95 cass, joystick with keys 


umber Five is a SAINT 
{Strategic Artificially Intelli- 
gent Nuclear Transport) 
series robot, produced for the US 
rruMtary by Nova Robotics. By a 
bizarre stroke of fate, this omnipo- 
tent killing machine has been zap- 
ped by a million-volt lightning bolt 
and become a living entity, with a 
conscience and a will to survive. 

This doesn't meet with the 
approval of either the security 
forces, who are none too keen on 


r , <■ -1 This is very ‘nice* 

and 'cute 1 with 
^ some pretty 

graphics and jolty 
tunes, but the re's 
nothing in the action to make 
an impact. The arcade adven- 
ture section Is tedious and 
unrewarding, and the chase 
sequence is boring and com- 
pletely silly. There's nothing 
outstanding about Short Circuit 
- ifs just another addition to 
the huge mountain of average 
'licensed* computer games. 


having a laser- toting robot wan- 
dering all over the place, or Nova 
Robotics, who want to dismantle 
him and find out exactly what has 
happened. Both want him back - 
and not necessarily in one piecef 
Short Circuit is divided into two 
sections, re lating t o N u m ber Five's 
escape from the Nova factory, and 


, Oh dear, another 

^ j film tie-in — and 

this one is a 
pretty poor effort. 
Graphically, Short 
Circuit offers nothing new - 
Number Five scrambles about 
\n a rather awkward fashion, 
and the interiors on the factory 
section ere presented in crude 
30* The second Stag e is better, 
but is annoyingly difficult to 
play ™ both sections tend to be 
very repetitive, as any prog- 
ress depends on a previous 
knowledge of the screen lay- 
outs. This means that you can 
expect to (tie quite a few times 
before completing a section, 
not to mention the entire 
game. Certainty not one of the 
better arcade adventures 
available, but may have a 
limited appeal. 


his subsequent attempts to remain 
free by evading his pursuers. 

The first section takes the form 
of an arcade adventure, in wINch 


the robot roams through a 
research complex, searching for 
the equipment necessary to com- 
plete his laser and jumping 
mechanism. Without these he 
cannot successfully escape from 
the factory. He also needs to dis- 
cover the technical data which 
enables him to produce a decoy 
robot. This te then used in the next 
stage to fool the authorities- 
The second section follows 
Number Five's journey across 
country, hotly pursued by his 
would-be captors. The local 


Short Circuit joins 
\ the growing 
JVuk rang# of licensed 
games that have 
not been 

exploited to their full potential, 
Both sections are weak - the 
arcade adventure part is 
repetitive and fairly dull to took 
at due to the grey backdrops 
and scenery, This unexciting 
playing area didn't Inspire me 
to play further and success- 
fully enter the second half - 
which isn't much better. The 
graphics are occasionally 
humourous but more often 
than not are crude. Short Cir- 
cuit is just another average 
game with a nice licence step- 
ped on to It 
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wildlife must also be avoided, as 
Ns conscience is so troubled by 
the death of living things that he 
shuts down if he inadvertently 
harms too many creatures. 

On completion of the dummy 
robot, which is destroyed in his 


+* : -S* r: - ■*, 


*i i i 1 1 h 


place, the robot makes his way to 
his human friends 1 van and free- 
dom.. 

Number Five is joystick control- 
led and, as in reality, has only one 
life. To account for this, there is the 
option to play the second stage 
without having to complete the 
first. 


PRESENTATION 78% 

Decent loaning screen, good 
instructions, and a few useful 
features, 

GRAPHICS 59% 

Poor fir si section with Number 
Five looking and moving badly h 
bus I he second seel ion is fairly 
al tractive . 

SOUND 76% 

Reasonable in-game music . and 
a good version of poor lune on 
the title screen. 

HQQKABILITY 60% 

Easy io get la grips with, and 
despite the weak game- play ir 
st i II retains so me add ict i v e qual- 
ities. 

LAST ABILITY 39% 

interest soon wanes, due its 
rcpelihve nature.. 

VALUE 41% 

T wo limited levels js not enough 
to justify the price. 

OVERALL 49% 

A strange choice of licence, 
poorly interpreted. 
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LEADERBOARD 
(EXECUTIVE EDITION) 


US Gold, £9,99 cass, £14.99 disk, joystick only 


course h 


PRESENTATION 94% 

A large range of options. features 
and effective t ouches . Great on 
screen presentation and useful 
instructions. 

GRAPHICS 89% 

Superbly drawn courses in true 
perspective. Brilliant animation 
on the golfer. 

SOUND 78% 

No music necessary or provided, 
but I he sparse sound effects are 
spot -on. 

HO0KA8ILITY 82% 

It is possible to get straight into 
the game on the easier level and 
then work your way up ns profi- 
ciency increases. 

INSTABILITY 63% 

There are only two courses 
included with this version which 
may soon prove tiresome, 

VALUE 52% 

Rather expensive considering 
that it is so similar to Leader - 
board. 


2£££S _:c 




w. ■ . 

'.V. — 


OVERALL 72% 


mtm 


Not a vast improvement on the 
firs! edition, and should definitely 
be seen before purchasing. 


ling range of the hole, the golfer is 
automatically given his putting 
iron, A small pointer appears to the 
left of the hole, which shows the 
direction and amount of slope, 
enabling you to compensate with 
the strength and direction of your 
shot. The information panel also 


I t s time once again to put on the 
old plus-fours and dust off the 
goring trolley. Yes, it r s Leader- 
board -the Executive Edition. The 
designers of the world famous 
golfing simulation now bring you a 
version, with the 


^ This is an 

C —^n- L extremely 

'fm Hi poll shed g off pro - 
M gram, and It 

deserves plenty 
of credit IFa very playable and 
boasts some wonderful atten- 
tion to detail, but tiie problem 
lies In the fact that it's fust too 
similar to tts forerunner. The 
only real differences are the 
bunkers, the trees and soma 
new scenery - there's nothing 
new in the game -play. It plays 
exactly the same as the first 
version and the new features 
fail to offer anything new or 
exciting, Hawing said that. It's 
sti ll enjoyable to pi ay, but I 
wouldn't part with a tenner for 
if, especially if the original 
Leaderboard already graced 
my software collection. 


souped-up 
added realism of playing on a 
course with bunkers, trees and 
rough. 

The player is presented with an 
initial choice of completing the 
course alone or In a group of up to 
four people, with three levels of 
difficulty which may be set diffe- 
rently for each individual Unlike 


M ff you liked 

* v Leaderboard, 

|hb« you II love Ibis - 

>. : ’ Execute Edition 

| S a We| -y Wft )j **** 

c uteri successor. The trees 
and bunkers are neat, and 
there Is more scenic variation 
between trie different holes 
than before. Overall the game 
is superb * but, ff you have the 
first version, I would seriously 
think before buying the Execu- 
tive Edition, Ten quid Is a lot to 
pay for a few additional bun- 
kers and trees. 


lion of flight, and an Information 
panel on the left gives the course 
details, including the wind 
strength and distance to the hole,. 
This allows you to make your 
choice of dub from the set pro- 
vided. which ranges from a One 
Wood right through to a Nine Iron 
and Pitching Wedge, 

On pressing the fire button, a 
power-bar scrolls down, which Is 
stopped by another click of the 
button. The amount of bar 
revealed corresponds to the 
strength of the shot. A second bar 


then appears which is controlled 
in the same way, enabling you to 
determine the amount of hook or 
slice on the ball. This coincides 
with the movement of the golfer as 
he swings and hits the bah down 
the fairway. 

When the ball eventually stops, 
the screen is re-drawn to show the 
golfer’s view of the course as seen 
from his new position. The action 
always faces the hole, and the pro- 
cess is repeated until the ball lands 
on the green. 

When play is finally within pur- 


changes to display a larger power- 
meter where the bar" Is simply 
stopped at the required strength 
for the putt. 

Successfully holing the ball 
brings up the current scoreboard, 
which shows the individual! hole 
scores and the running total for 
each player. See you at the 
nineteenth hole! 


the earlier edition, there are oniy 
two courses with this version, the 
first of which is included with the 
game while the second has to be 
loaded separately. 


Jgfjf So you bought 
Leaderboard and 
enjoyed it so 
fcUBi much that you 
bought tile Tour- 
nament courses . But is it worth 
buying this Executive Edition? 
Well . . . the trees and bunkers 
do add a little something, but 
don't make enough of a differ- 
ence to justify a purchase. No 
- even if you haven’t played 
leaderboard, I wouldn’t rec- 
ommend this at the price. Get 
the original Leaderboard 
instead - it's just ae playable 
and has twice as many 


On selecting the required 
options, the screen presents a full- 
perspective, first-person view of 
the fairway. This overlooks the 
golfer, who appears at the bottom 
of the screen ready to tee-off. 

Control of the golfer is by joys- 
tick and is identical to Leader- 
board. A cursor is positioned on- 
screen to indicate the ball's direc- 
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KRAKOUT 


Gremlin Graphics, £9.99 cass, £14.99 disk, joystick only 


PRESENTATION 90% 

Comprehensive option screen 
and adequate Instructions 

GRAPHICS 77% 

Very prelty backdrops and 
sprites, but there's essentially 
only one semen pf action 

SOUND 56% 

A very annoying tune pkiys 
throughout, although this can be 
c 1 1 anged E p the rat her fee ble spd 
ejects. 

HOOKAS I LITY 71% 

One nf line simplest computer 
concepts- bash ing the ball back 

is simple and enjoyable 

INSTABILITY 52% 

Although (here's one hundred 
screens, it soon gets monoton- 
ous and predictable. 

VALUE 39% 

A high price to pay toi ihesakeoi 
reminiscence. 


OVERALL 55% 


An unremarkable re-work mg of 
an out-dated theme! 


* 1 This is NOT the 
‘Ultimate Chal- 
I tenge' as the 

W I cover would lead 

you to believe - 
it’s a re-hash of a nine year old! 
arcade game. Having said 
thaL Krakout is stilf enjoyable, 
and has a sort of intangible, 
mindless - almost theraputic 
quality. The graphics are 
extremely pretty with superb 
use of colour- Sound-wise the 
program is poor with an 
extremely nauseous 'jolty 1 
tune and some poor sound 
effects. The worst thing about 
thte program is its price tag - 
think pretty hard before 
shelling out a tenner for It. 
Them's not enough variety to 
warrant such a high price. 


K rakout is a re-working of one 
of the oldest forms of com- 
puter game - Breakout, An 
arrangement of blocks is pre- 
sented on-screen i with a bat either 
on the left or right. A ball is 
launched into the playing area and 
bounces around the screen, 
destroying the blocks on contact. 
The player moves the bat up and 
down to stop the ball going oft the 
side of the screen. When the 
screen is cleared, another pattern 
Is brought into view. 

Not all blocks explode as soon 
as the bail touches - some require 
two or three hits before disappear - 
ing, and others turn into silver 
squares which can be hit agasn to 


give the player an advantage 
These advantages include mis- 
siles to fire at the blocks, a reduc- 
tion of the bail s speed, an explo- 
sion destroy trig adjacent blocks, 
giving the bat the ability to catch 
the ball and fire it back, a double 
bat, a shield behind the bat, am 
extra life or an expanded bat. 

Aliens wander around the play- 
ing area and explode on contact 
with the ball, deflecting it In a ran- 


dom direction. Some aliens are 
more deadly than others - one 
freezes the bat on contacl and 
another actually eats the ball and 
spits it back in an unplayable form! 
But not all of the aliens are bad 
news - one turns into another ball 
when hit, while another destroys 
all blocks on screen, 

A life is lost when the bail gets 
eaten or goes past the bat - when 
alt lives are lost the game ends. An 


extra life awarded every 10,000 
points, or when a block marked 
with an H X‘ is hit. 


j -sf# Yet ^gain Break 
out rears its 
aric ^rU, ugly 
head - and this 
version is essen- 
tially very similar to the origi- 
nal, Okay, so there are a few 
extra options, and if s possible 
to alter the look of the game 
considerably, but the variety 
from screen to screen is still 
pretty limited. Krakout is quite 
pretty to look at: there are a lot 
of nice effects end some of the 
aliens are very neat- but smart 
graphics alone don + t make a 
poor game more playable. 
Krakout is an uninspiring con- 
cept which Is pleasing to play 
for a while, then simply 
becomes tedious* 


Breakout te Break - 

mi /jte out - Improving 
W f ^|§ the graphics and 
™ sound. Changing 
— 1 the name, and 
attempting to improve the 
simplistic and dated game- 
play by introducing new fea- 
tures makes very little differ- 
ence. I first played Breakout 
seven years ago - and I'm not 
in the slightest bit stimulated 
by its return. Especially when 
It costs so much - ten quid is a 
ludicrous price to pay for mut- 
ton dressed up as lamb. What 
bugs me most though, is that 
its arrival shows that if s got to 
the stage where people are 
starting to run out of ideas* It's 
si I very well attempting to 
inject new life into an old 
theme i but when If $ this aged 
and tiredt why bother? t 
wouldn 't. Having said that, St Is 
worth considering Imagine s 
officially licensed version of 
glorified Breakout - Arkanoick 
it's more playable and margi- 
nally less expensive. 








S omething strange has hap- 
pened. The mothership 
Arkanoid has exploded and 
a small spacecraft, the l/aus, has 
scrambled away, only to be 
sucked into a void inhabited by 
The Dimension Changer. This hor- 
rid creature has transported Vaus 
into a strange dimension - 32 
block- patterned screens. The 
Vaus has to move from one screen 
to another by clearing each screen 
of blocks, finally confronting the 
Dimension Changer on Level 33- 


tom of 
nched 
e ban 
n and 


the blocks on contact. The player 
moves Vaus left and right to stop 
the ball going off the bottom of the 
screen. 

Not all of the blocks explode on 
contact. Some take a few hits 
before disappearing. others, when 
hit, drop a spinning capsule which 
can be collected to gain a feature 
- such as expand bat. slow down 


This seems to be 
the month of the 
K Breakout revival - 

W stiH f this version 

^ is extremely 

good, and probably the best 
around at the moment Graphi- 
cally, It's great - pleasant 
backdrops and good use of 
colour throughout It also has 
that strange indefinable qual- 
ity that makes It sc playable. 
Unlike Krakout r there is a 
definite urge to progress from 
screen to screen, and the task 
It provides becomes a chal- 
lenge rather than a chore. 


ball, the ability to catch and 
relaunch the ball, a laser to shoot 
at the bricks, an escape route to 
the next screen, and extra life and 
split the ball into three separate 
balls. 

Aliens float about the screen 
and although seemingly harmless, 
they pose an indirect threat to the 
Vaus - when the bail: hits an alien, 
it explodes and sends the ball 
flying off in the opposite direction, 


So what makes 
imagines 
glorified version 
of Breakout a bet- 
ter buy than 
Gremlin's? Arkanoid Is a let 
prettier than Krakout, ft also 
sounds better - and it's a quid 
cheaper. But that*s not all - 
Arkanoid has that undefinabls 
something that Krakout lacks. 
Arkanoid has less screens, but 
is more playable than Krakout 
- more so when using the Neos 
mouse. M you have access to a 
Such a mouse, I thoroughly 
recommend Arkanoid - for the 
simple reason that it's simply 
gorgeous playing with H 


if the ball goes past the bat a life is 
ost f although extra lives can be 
sarned at regular point intervals - 
Dr by collecting a capsule marked 
with "PL 


ARKANOID 

Imagine, £8.95 cass, joystick, keys, paddles and mouse 


PRESENTATION 90% 

Comprehensive options, good 
attract mode ;inc,l an adequate 
title screen. 


GRAPHICS 80% 

Attractive backdrops and 
sprites, almost rdentical to the 
arcade original, 

SOUND 96% 

Brilliant title tune and superb 
sound effects. 


HOOKABILITV 84% 

Instantly playable and reward- 
ing.. 

LASTABIUTY 70% 

Lacking variety but very play 
able and compulsive. 

VALUE 65% 

Highly polished , but e^pensrve 
tor what it offers, 


OVERALL 80% 

A well a hove average conver si on 
ol an addictive and challenging 
arcade game. 


Im\ k * ? This is a m&gnifi- 
°* lrt cm version, 
i faithfully captur- 

J yfl ing the feel, 
atmosphere, look 
and sound of the Taito original. 
Although Arkanoid Is basically 
Breakout with a few extra bits, 
rt's still extremely playable, 
incredibly frustrating, wonder- 
fully frenetic and immensely 
addictive. The option screen is 
really useful and allows you to 
use a mouse - the proper way 
to play this type of game. The 
Joystick control feels good and 
works extremely well, espe- 
cially when the bell is bouncing 
around at an enormous speed. 
If you like playing the arcade 
game I recommend that you 
buy this* the definitive version 
of Arkanoid. 


jb 1^1 k i 1 

r 

H i GH 

0054^ TlT 

PLRVER f 


PLRVER S 


ZZAP! 64 April 1987 39 








LEVIATHAN 

English Software, £9-95 cass* £14,95 disk, joystick only 


PRESENTATION 68% 

Adequate on - screen but some- 
what pointless multi-load sys- 
tem and poor use of joystick, 

GRAPHICS 80% 

Superbly drawn backdrops and 
sprites. 

SOUND 53% 

Bland title tune and unsuitable 
spot effects. 

HOOKAS I LITT 54% 

Awkward and incredibly frustrat- 
ing, mai n ly d ue to l he need lessty 
over - c Qimpl i catad cent rols. 

LASTABIUTY 39% 

Not much in I he way of varied or 
absorbing shoot 'em up action. 

VALUE 31% 

Expensive tor a glorified, and m 
many ways inferior version of 
Znxxon* 


OVERALL 41% 


A sadly uninspiring variant of an 
ageing shoot 'em up. Temptingly 
attractive, but bitterly disap- 
poinling, 


i These days, 
shoot "em ups 

some original 
features to com- 
pensate for the tired game- 
play. Leviathan does, but In 
attempting to be Innovative 
with a control method, English 
have destroyed the playability. 
The fighter is far too awkward 
to control 


D rifting aimlessly in the 
depths of space lie huge, 
mysterious landscapes 
inhabited by hordes of aliens intent 
upon your destruction. Your aim, 
quite simply, is their total annihila- 
tion. 

The landscapes scroll diagon- 
ally across a static star -field with 
your fighter appearing on screen 
in perspective to the background. 
The ship can roi I left an d right , loop 
and spin to face in the opposite 
direction, and rise and descend 
with respect to the landscape. 

Your fighter comes equipped 
with forward firing lasers and three 
smart bombs. Points are scored 
by destroying alien craft and 
specific ground features, many of 
which return your fire as you fly 
past. Elimination of all enemy 
ships in any zone earns the player 
the option to either increase the 
skill level or transfer to the next 
zone. 

Large tracts of open space lie 
between the sections of land- 
scape and are well defended by 
alsen attack craft. Refuelling Is 
possible during this flight, and is 
accomplished by shooting fuel- 
cubes which spin toward you. 

A panel below the main screen 
sho w$ your heig ht above the I an d- 
scape, the time left In which to 
complete the level, smart bombs 
remaining, direction of alien attack 
waves, and your current score. 
There are three separate land- 
scape zones - a moonscape, 
which is loaded as part of the main 
program, a cityscape and a 
'GreekscapeL containing Grecian 
columns and statues 


it wobbles to and 
fro so much that I was more 
often than not left puzzled as 
to which direction I was travel- 
ling in. This, combined with the 
annoying use of shadow, lets 
the whole game down. The 
only part that really appeals to 
me is the attract mode on the 
title screen - apart from that, 
this 1$ another run of the mill 
shoot ’em up. 


Leviathan is far 

from the best 
scrolling shoot 
'em up available. 
The cq ntrol 
method is awful, allowing no 
fine adjustment of course, and 
leaving no iroom for error. 
Using the fire button to access 
further movement commands 
only leads to further confu- 
sion. It's also possible to shoot 
at a ground target, apparently 
miss, and then run straight into 
it without changing course! 
The backdrops are of a 
reasonable standard, but In 
many cases the passing of the 
ship behind ground objects is 
rather messy and looks very 
transparent. Leviathan* I’m 
afraid, is neittier huge nor 
indeed very awesome. 


he latter 
two sections are loaded sepa- 
rately and may be called up at any 
time, giving you a choice of back- 


very impressive, 
; but when you 

Start playing ft the 
illusions of gran- 
deur are shattered. The con- 
trol method m ust be one of the 
worst ever used on a shoot ’em 
up. It's so bad that it makes the 
ship completely unwieldy, and 
rendnrs the game virtual Fy 
unplayable, More time is spent 
concentrating on which joys- 
tick directions to use to avoid 
the rapidly approaching aliens 
than shooting them. The game 
Structure Is nothing special 
either - all you have to do is 
shoot a defined number of 
aliens to progress to the next, 
very simitar level And this 
merely adds boredom to the 
frustration . . . 
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A two way test of skill and nerve-can you out' 
manoeuvre the awesome ogre and blast a path 


the return, are 


its block shattering journey or regurgitated 
contemptuously from the ogre'sjmouth, 

Graphically brilliant. Compulsively 
absorbing. At the highest levels your skill and 
speed must he exceptional 
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Cestte. Study it carefully - it should 
help you design your 3D master- 
piece. A fair old bit of brainpower 
is called for, and I’m an under- 
standing fellow. You can have a 
couple of months to complete the 
task. 

Don't actually send in a 3D 
object - draw out your map so I 
can have lots of fun with scissors 
and glue. If the winning maps are 
good enough we'll pack off the 
prizes and print the maps in a 
future issue of 22AP! so everyone 
else can share in the product of 
your genius. 

Once you have finished your 
cartographical creation, drawn it 
out on paper and tested if s viabil- 
ity as a fc bu i Id it yourself 1 project .fill 
in the form below, remembering to 
include your T-Shirt size, and send 
whizz everything off to 3D ZZAP!, 
ZZAP! Towers, PO Box 10* Lud- 
low; Shropshire SY8 1PB to 
arrive by the 1 4th of May. 


I'll never forget the first. 3D Him I 
saw on the big screen - it featured 
a very large shark which appeared 
to leap out of the screen straight at 
me. Of course I was ever so young 
at the time, and very impressiona- 
ble - 1 hid in the broom cupboard 
for days * . . 

Anyway 1 digress. The powers 
that be at ZZAPt Towers have 
decided to be e verso generous 
and give a new 1541 disk drive to 
two readers. Jslo less than 10 con- 
solation prizes of a ZZAP! T-Shirt 
and Cap set are also on offer. Of 
course they're not entirely free:; 
you will have to do a bit of work to 
earn one of these su per prizes, and 
this is where my obscure reference 
to the subject of 3D comes in. 
What you must do is design a 3D 
map of any existing Commodore 
game. 

If ;^QU look on page &8 of this 
issue you’ll find a 3D map of the 
fourth level of Escape from Singe ‘s 


NAME 


T SHIRT SIZE 
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THE COMPUNET PAGE 


This month, our ex-resident corpulent techno-tea boy Gary Liddon logs on. 
But can the net take the strain? . . . 


V SID and VIC m ove In time to the in-game music from ESC Apt FROM 
SINGE'S CASTLE - as hacked by the Mean Team 


- JiF:*- 




GOTO RAD I X and download R ADIX PlCTU H E SHOW . 
featuring these three delightful pictures . . , as drawn by DOKK 
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the C2.50 it costs. This package is 
capable of producing fast and 
zappy text frame animation by 
scaling, rotating and animating 
any image you "create, I say it's 
worthwhile if you've got a bit of 
time, as creation of an animated 
sequence can be quite a chore - 
the machine needs a white to 
create each frame, but the end 
results usually make the experi- 
ence worthwhile, If s possible to 
save or load your sequences out 
to disk or tape, and if you shell out 
another quid for an extra utility 
entitled ANI DEMO MAKER, it's 
even possible to create stand- 
alone demos, GOTO 216895 tor a 
look. 

Another demo that came to our 
attention and held ii very well Is 
XESS2 REWIND at DEM 6. If s the 
computer equivalent of 'Stars On 
45' with about 20 teeny snippets 
of some 64 g ames al ong w ith a few 
\ of their soundtracks as rendered 


on ESecirosound. Oh No! Not Lee- 
cyeound, \ hear you shout . . . but 
they are very good so have a look 
and DNLD , ■ 

And now . , , if s competition 
lime, where you can win tame, for- 
tune and gj amour. Delta. 
Thalamus' next release, includes 
an interesting loading system with 
a DiY 'mix it yourself Rob H tune. 
Hopefully by the lime you read this 
I'll have set up a DIR with a totally 
unprotected copy of the music 
and details of how to Inter act with 
it. There'll also be some example 
source code of Laser Genius/ 
Machine Lightning variety. The 
best implementation will get fame B 
fortune, love and glory. Who could 
ask for more? * - . only someone 
very greedy, that’ s who. 

Talk to you some other time - 
but in the meantime . . . have lots 
of jolly nice fun. Bye . . , 

GARY LIDDON 


his month sees yet more of 
the usual thrills and spills 
provided by that most 
interesting of entertainment 
media, the Compunei Demo. Yes 
folks, you guessed it even more of 
l hose adrenalin provoking prog- 
gies with all the fave features that 
everybody lust loves to see- And 
this month we've got them all - bit 
map screens, Rob Hubbard music 
and sprites in the border scrolling 
messages! 

Actually, despite this youthful 
cynicism, things are getting a bit 
better in the whacky world of 
damodom. The most prolific demo 
factory are the relatively new Mean 
Team, who are now showing some 


imagination in their work. And very 
quick they are too - it seems that 
a game only has to be In the shops 
for a few pico seconds before the 
Mean Team have hacked out the 
music and transferred it into 
demoness. Ml productions worth 


looking at include SIDSVSC’S 
FIRST! BREAKTHRU MT, MUT- 
ANTS MT, and ITS WAR MT - all 
these, and more, can be found at 
the Mean Team's DIR at 220853. 

■pick of the Pops' this month is 
the Judge's latest (and probably 
greatest) file of fun, CRAZY SAM- 
PLE IL 6dd it Is indeed, with the 
demo including two new, original 
pieces of music by a foreign chap 
called Rod. Though quite twee, the 
music is certainly listenablo - but 
[fs the? graphic accompaniment 
that makes it ail worthwhile Mr 
Headroom struts his funky stuff in 
time to one of the tunas - and 
highly amusing it is too. I'm not so 
sure about the scrolling message 
written in a strange blend of Ger- 
man and English, but overall it’s a 
worthwhile download and can be 
found at OEMS (or thereabout). 

If you r ve got a bit of time on your 
hands, the Highlander's 
ANIMATOR is worth picking up for 


S7 The Mutants loading screen forms an integral part of the Mean 
Team's MUTANTS MT d#mo 


^ Max struts tils funky stuff - . in The Judges’s CRAZY SAMPLE ll 











A Tuesday in out-of-season Blackpool is pretty much like a Tuesday in any other large British town. A 
few shoppers scurry along windswept streets, traffic wardens prowl the kerbs and litter blows along 
the pavement. Not really a place to visit. But this T uesday was a bit special — it was the first day of an 
Amusements Exhibition, and the Winter Gardens complex was packed to capacity with high-tech enter- 
tainment hardware. 


suits than you would ever expect to see at a com- 


Gary Penn, Graeme Kidd and Ben Stone spent 
the day amongst the ‘Amusement With Prizes 1 
machines { spruit Machines ~ for the uninitiated), 
side-stepped the candyfloss machines and giant 
inflatable kiddie castles, tried to ignore the legion 
of jukeboxes and got to grips with the latest 
arcade games. Ben’s eyes widened as he realised 
that everything was set on free play — he’d brought 
a stack of 10 pees all the way from Ludlow ! 

It was a trade exhibition, so the talk was all about 
margins, multiple-site operations and the latest 
boards from the Orient. There were more business 
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puter show — and the sight of a middle-aged 
businessman whooping with glee as he whizzed 
round in the cockpit of Kona mi’s Le Mans driving 
simulator for the third time was strange indeed. 
Especially as there was a longish queue of 
besuited executives fighting and doing shady 
deals to procure the next turn , . , “Let me 
through, I’m a reviewer 11 cried Gary Penn, 
intimidating all and sundry with his spiky hair- 
cut . . . 




Sega offer four versions of their 
new driving game - the basic 
machine features a brake, 
accelerator and fixed steering 
wheel as weli as the high/low gear- 
shift; the next model up features n 
steering column that judders and 
shakes when you leave the road or 
crash, and then there are two 
cockpit versions which have you 
sitting in a car that judders and 
teens as you take comers or crash . 
In the cockpit versions, stereo 
speakers mounted behind the 
driver blast out music and sound 
effects, enhancing the already 
excellent illusion of road racing. 

At the start of Out Run you can 
choose the musical accompani- 
ment you'd like to have as you 
zoom along the scrolling roadway. 
Once the radio's been tuned it's on 
to l he start and away. The roadway 
curves and dips as yo u drive a hot 
street machine along the course - 
the 3D scrolling is wonderful. 
Trucks and cats have to be 
avoided, and every so often the 
track forks -there are five finishing 
points and it’s up to you to choose 
a route. Depending on the choices 
made at junctions, you can be 
involved in a harrowing race 
through a rock canyon, travel 
under a series of rocky bridges or 
cross the desert delights of sandy 
dunes. 

Out Run is highly polished - the 
music is excellent, end a host of 
neat touches have been added. 
Apart from the impressive 


After b crash, the car Is replaced on Hit road end Ifm time fa go fore standing star! . . . 
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The Dvnf&p adveriimamont encountered a tittle way into the race. 
Look* (the Mr Penn's going to be recalled to Hi# Pits before long * 
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Konsmi s officially endorsed rac- 
mg simulation game pits you 
against the gruelling course of the 
Le Mans 24-hour endurance race. 
Seated in a large cockpit , pan of a 
fibreglass mock-up of a Porsche, 
and surrounded by dials and 
gauges, you are equipped with a 
gearshift (low or high), a brake and 
accelerator and. ot course, a 


steering wheel. Press the start but- 
ton and the race begins 
f.e Mans Is an exhilarating 
experience - part driving game, 
pert fairground ride. As the car on 
the screen takes the v ideo comers 
the whole cockpit swings, spin- 
ning round on its axis and throw! ng 
ou around in the driving seat , 
ve the tarmac or nudge the 


Back to the Pits, with mechanics standing round in designer overall*, 
A chance to view the course map 


cockpit which doesn't throw its 
passenger about quite as much, 
Each lap has to be completed in 
a qualifying time, or you are recal- 
led to the Pits and the game ends. 
Keep up with the pace however, 
and before too long night begins 
to fall and you're driving beneath 
an Impressive scrolling skyscape, 
lit by the rays of the setting sun. 
Then the lights on the side of the 
track come on and your night driv- 
ing skills are put to the test . . . 


kerb and the fide gets distinctly 
bumpy. There are limits to realism, 
however . . . should you crash the 
car, the angle of view on the screen 
changes and you see the car on 
screen, spinning through the air. 
The game doesn’t actually throw 
you out of the cockpit- safety con - 
si derations mean that totalling the 
video Porsche only leads to a Suc- 
cession of violent judders and 
lurches. There is also a smaller, 
more cramped version of the 











graphics and sound, attention has 
been paid to every little detail: for 
instance you have a female pass- 
on ger in the car who isn't averse to 
a bit of back-seat driving - she 
wags an admonishing finger as 
you both sit on the road after a 
crash. The basic game is neat the 
mid-range version adds an extra 
dimension of realism with the 
feedback from the steering col- 
umn and the complete cockpit 
implementation is a thrilling 
experience, White the latest 
Kona mi race game offers a neat 
driving simulation and. provides a 
different 'camera view 1 when you 
crash, Our Run has the edge in 
both game-play and presentation 
when the two cockpit games are 
compared, Somehow the gyra- 
tions of the Le Mans module are 
disorientating rather than realistic; 
Gut Run ' s moving cockpit is more 
believable, and the added touches 
make the whole package more 
atmospheric. 


‘•tr'C. 
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As ymi shift gear* smoke billows from the rear tyres and 

flt 9&km/hr thepafm trees tint flank the road are a b fur as far as our camera fa concerned 
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The front of your te chno motor took* a bit battered as you confront 
ano thor houseful of snipe- rs a t the end of a level, fortunately, 
the crystal ooitector is unharmed 


Bally Sente are also offering a new 
driving game - but one with a dif- 
ference, Dispensing with the 
accelerator and brake pedal Bally 
have added a gun! Vou drive over 
a steadily scrolling landscape, 
steering with one hand and shoot- 
ing from the hip with the other, 

The front of the car is fitted with 
a claw-like device that’s used to 
pick up crystals as you drive over 
them. Green crystals add ten 
shots to your pistol's magazine, 
while the blue crystals found on 
the higher levels are good for an 
additional 50 shots. 

Hurtling through the hazardous 
terrain, avoiding mines and craters 

- the front of the car gets to look 
more and more battered with each 
successi ve collision, and if you're 
really careless and hit a mine with 
the crystal-collector it's impossi- 
ble to collect extra ammunition. 
Red crystals, when found, go 
some way to re pairing th e damage 

- but if the collector's out of 
action . . P 

A veritable host of fly i ng , bounc- 
ing and crawling meanies popu- 
late the game, including (dors, 
Dyads, Drosians, Cruisers, Boun- 
cers, Speeders . . . and so on. 
Mutant bugs flit across the screen 
on the first level, occasionally 
attempting to sit on \ he front of the 
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Straightforward shoot 'em ups 
were in abundance at the show. 
Taitg s Soldier Of Light cssts you 
in the role of a futuristic space hero 
by the name of Xain - 3 sort of 
Green Beret in space, who has to 
pul up with a few Ghosts 'n ‘ Gob- 
lins- type problems. 

Five planets are under attack 
from an evil invading army, and 
your first task is to decide which 
planet to save first. The five worlds 
are all fundamentally different- 
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car and Inflict damage by nibbling 
away at the paintwork. Quick 
thinking and an itchy trigger finger 
are required to bring their destruc- 
tive meal to a close. 

At the end of every peri tolls sec- 
tion of terrain the car draws to a 


halt outside a strange, futuristic 
building. Snipers pop up in the 
windows and it's up to you to blow 
them away before the car sustains 
even more f ront-end damage. 

Night Stocker is an unusual 
game that combines ( be elements 


of shoot 'em up with a fairly 
straightforward driving game- the 
fact Shat you have to do t wo things 
at once makes rt trust ratingly 
addictive, well worth a few 10 
pees. 


ighting takes place in a juncjle 
jiated by evil flying insectoids 


the f h 
popui 

on one planet, underwater on 
another, and against a dangerous 
volcanic landscape on a third. 

Having selected a planet to 
dean up, Xain is transported there 
in a space craft and deposited at 

Poor old Xain — 

he r s test lost 0 the doing battle 
with the enemy HQ at the 
end of a planet 
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I he st art of a horizontally scrolling 
landscape. The shuttle takes off 
and you Te on your own. Dressed 
in a special suit, the hero can per- 
form a two-stage jump, kneel:, Jie 
Hal or scamper to the right. Hie 
suit’s protective powers sustain 
up to sixteen hits from the mobile 
creatures that lurk on the planets 
but can only resist a single shot 
fired by one of the enemy troopers 
- so they have to be disposed of 
promptly if lives are not to be lost. 



Extra firepower can be collected, 
and comes in handy when you 
confront the enemy base at the 
end of each landscape. Destroy 
the evil Invaders" emplacement,, 
and the planet is I iterated - so it "s 
back into the shuttle and off to 
another warzone. 

Qverall, Soldier of Ught is an 
attractive, rf rather unoriginal 
shoot 'em up. It should prove 
moderately entertaining if not 
totally gripping. 





This is another shoot 'em up in the 
classic mould of Sri (amander, 
featuring a couple of superhero 
soldiers pitting their wits against 
an evil warlord and his msmons, 
Starting out solo, you blast away 
furiously at the flying horrors that 
enter from the right of the screen - 
and every so often a despatched 
alien leaves a pod behind. Collect- 
ing a pod conveys extra equip- 
ment or alters the game-play sub- 
tly, An orbiting defence system 
and extra ftrepower may be 
acquired, the speed of the scroll 
modified or the effect of your 


weapon altered. Collecting one 
specific object allows a composite 
soldier to be created r as two 
characters merge Transformers 
style 1 to form a super-powerful 
fighting machine. 

At the end of each Stage a par- 
ticularly powerful enemy machine 
has to be destroyed before the 
heroes can continue their quest to 
defeat the Bad Guy. 

Side Arms as an unoriginal, but 
attractive and fairly playable addi- 
tion to the already crowded range 
of Salamander- inspired shoot 'em 
ups. 


One of two brand new Kona mi games on 
Show, Gryzor is a hectic shoot 'em up in which 
you Star as a heroic one-man army. Starting in 
I he great outdoors armed with little more than 
a high-power laser rite, the bare -chested won- 
der soldier leaps from ledge to ledge blasting 
enemy sotdisra, occasionally leaping on their 
heads from above for a bit of variety. 

Once through the verdant horizontally scrol- 
ling countryside, the hero gams access lo an 
underground complex - a grey maze. Here, 
l he acli on is vrewed from above and behind 
your on-screen persona Penetrating the maze 
is made a I i tile tricky by electrified fences 
which have been constructed to guard the cor- 
ridor junctions. Rapid blasting of the control 
panels at the ‘back’ of the sorer mi \% called for 
- but lo make life a bit more difficult, guards 
are teleported into the trouble spot and have Id 
be taken out too. Every so often automatic 
defence systems are encountered, and rolling 
mines trundle towards you. 

Fight through the complex and eventually 
you come out on the other side - it's buck in 
I he open with more enemy soldiers to send 
packing. 

Adequate fodder for shool 'em up fans, 
Gryzor requires you to blast everything m sight 
without respite or responsibility. 


The orbiting orbs arm & mere bturn$ the camera shutter records 



The Castle in DARKMIST 


Tatto havq altered the shoot 'em 
up market with a game full of mys- 
tery and magic, ft Combines ele- 
ments of the vertically scrolling 
Commando, with the multi -direc- 
tional scrolling of a G^unffef-style 
combat adventure. Darkmist fea- 
tures a Samurai-like central 
character on a quest to collect 
treasure and magic tokens, 
fightrng through seven action- 
packed levels. 

Out in the open countryside 
marauding minions have to be 
dealt with, including cloaked 
figures and strange mud monsters 
that appear from the very ground 
itself - chop a mud monster with 
your sword and ft turns into a 
couple of mini mud monsters that 
both have to be killed before the 
threat is diminished. The filthy cre- 
atures occasionally fling mud at 
the Samurai, forming more mini 
mud monsters in the process - 
and remember: if enough mud is 
thrown, some of it will stick. 

Dungeons, in the form of castles 
and towns, are encountered at the 


THE CASTLE IN DAHKMIST 














end of the vertical ly scrolling sec- 
tions. They offer an opportunity to 
recharge energy, as well as offer- 
ing more treasure for the money “ 
hungry here to collect. Further 
unpleasant beings have to be drs- 
posed of p including pugilistic 
skeletons and magical swords that 
whirl in mid-air with no visible 
means of support. Single-direc- 
tion doorways link the chambers 
in the maze sections, and telepor- 
ter pads zip you from location to 
location - life can get a bit confus- 
ing once you’re inside a building. 




! ''fV' 


Overall, the Da?kmi$t machine 
didn't keep the team captivated 
for very long - it 'sa little too deriva- 
tive, and the action's a bit slow. 
Although the game is an adequate 
development of the Comm&ndo 
theme, it doesn't quite come off. 


With sword in hand, the valiant 
Samurai horn plod a towards a 
magic portal at the top of 
the screen 


Skate City is the setting for this 
latest Atari arcade offering - and 
as the name might suggest to 
skateboard freaks, it's a game that 
tests your skills at riding a board. 
The city streets are full of mean 
hazards, including bone-crushing 
vehicles, cyclists, pedestrians, 
Frisbee throwers and pools of 
water. To compensate for this, 
most of the surfaces are ideal for a 
bit of skateboarding, and points 
are collected for executing man- 
oeuvres that take advantage of the 


city scenery. 
Each of the 


;h of the game’s twenty 
levels contains four skateboard 
parks, i n wh ich spec ia I ra m ps have 
been constructed for the amuse- 
ment of skateboard! riders. To 
enter a park, you need a ticket , and 
to buy a ticket you must amass 
enough points by performing 


tricks in the street. Every so often 
the ominous message ‘Skate or 
Oie‘ flashes onto the screen - if 
you can't get into a skateboard 
park pretty sharpish, death comes 
in ihe form of an amorphous cloud 
that pursues you relentlessly. 

Once entry has been gained to a 
park , tricks and stu n ts can be per- 
formed on the ramps - which is 
where the real skateboarding skill 
comes into play. Medals are 
awarded - Gold, Silver and Bronze 
- and more Importantly, cash 
prizes are offered- Not real money, 
of course - just dollars to add to 
yourscoremeter. 

Oh, and 720° Is the name given 
to a particularly tricky manoeuvre 
performed on a board - a leap into 
the aif precedes a spin through 
720* before solid ground is 
touched again. 

Certainly worth playing for the 
experience! An easy game to get 
addicted to as the skateboard is a 
delight to Control and the action is 
tricky but very rewarding. 


The skateboard fraak finds the park is dosed. Reflections from the 
pretty lights (fiat festooned the Winter Gardens appear on the screen . 


in the Middle Ages, where men wore men end the insects deadly. 
Whenever you find a giant blue beefburger in the game, 
walk Into it and a mirage of the kidnapped vocalist appears - 
you might be able to see her fading away to the right of the winger. 
What she calls out Is best left to you to hear for yourself . , . 
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The most innovative 


gam 

faun 


e scenario at the 


exhibition was to be found on the Korvami 


stand. A one or two player Gauntlet variant, 
Bock ' n ' Flagg, blasted out music and tempted 
visitors to the show to embark on a quest to 
rescue a female vocalist . . . 

There you were, playing away In a band in 
front of an appreciative audience when sud- 
denly this huge hand appeared from the sky 
and snatched the singer off stage. What option 
did you have but to follow and get her back? 

After a brief journey through the space/time 
continuum you find your sett transported to 
Ancient Egypt and doing battie with rampant 
mummies generated bySphynx dotted around 
the landscape, Grenade-hurling locals popu- 
late the sandy desert and just to add variety. 
'Creatures From The Slack Lagoon - hurl killer 
fish at you from the deep. Giant boulders have 
a habit of hopping around at random, driven by 
a mysterious force , 

The guitarist can use his ’axe* (of the six- 
stringed variety) to club the baddies, while the 
lead singer, should he join the game, fights 
with a mike- st and, But there's more - musical 
notes, along with cans of Coke, hamburgers 
and other musical paraphernalia are scattered 
around the scenes or appear when a mutant 
mummy is killed. Food and other goodies 
recharge energy or earn points, but collecting 
a note gets you with the beal. With the beat? 
As long as you have a note in your possession 
you can lire music at the attacking minions - 
little notes emanate from your body, expand- 
ing as they travel across the screen and 
rendering instant death to any sentienl crea- 
ture they hit, There's fodder for the moral 
majority! 

TTiere are four historic levels to the gamer 
Ancient Egypt, the Middle Ages, France, and 
Rome. The final sequence lakes place in mod- 
ern-day USA, and if you can cope with the 
muggers the band is reunited when the girlie is 
rescued and you Can get back on stage to wow 
the audience. 

After romping through a landscape that 
forms the start of each level, you enter a build- 
ing where an evil creature lurks, blocking the 
portal to the next level. This being has to be 
destroyed with multiple hits before progress 
can be made, and fights back rather more 
■jowerfuliy than the minions encountered ear- 
ier, 

flock ?)' Page is played to a suitably loud 
rock music accompaniment that changes as 
to progress into the game. It follows on very 
neatly from the Gauntlet theme - well worth a 
handful of coins, if only to experience the 
bizarre scenario! 




ROCK ’N’ RAGE 



Taito's Bubble Bobbie is a multi- 
screen platform game that fea- 
tures a cute little dragon creature. 

Controlling the dragon (hat can 
leap around from platform to plat- 
form and blow giant bubbles, the 
aim Is to dear the successive 
screens of rampaging dwarves. 
Blowing a bubble at a dwarf 
encapsulates it, and the bubble 
containing your foe floats towards 
the top oF the screen. Head-butt 
the bubble and it burst, magically 
converting its contents intoa piece 
of fruit! Eat the fruit for bonus 
[joints before moving on to blow 
bubbles at the next mutant minion. 

Other bubbles drift around the 
screen and they contain fire, thun- 
der or water - burst them to 
release their contents and watch 
those little dwarves squirm . . . 
Each screen is played against a 
time limit, and bursting one of the 
pink pods that drift into the 
playzone speeds up the pace. 

“Forever blowing bubbles . . . 

" A deceptively simple game that 
proves very addictive and lots of 
fun to play. A high cuteness factor 
combined with a neat and bouncy 
tune that would fit with a children's 
TV show makes Bubble Bobble 
very compelling, invest a few coins 
as soon as you can . . . 


Tatsumi offer you the chance to 
pilot an advanced fighter jet in 
Lock-Qfi, doing battle with enemy 
aircraft and blasting ground instal- 


lations, Tlhe centre of the screen 
features a grid sight used to target 
your air-to-air missiles -once 
they're locked on (indicated by 
yellow squares appearing,) it’s time 
to loose off the missiles and con- 
centrate on blasting anything you 
can spot on the ground with laser 
cannon. 



Enemy tanks shoot deadly fire- 
balls into the air - and although the 
p lane' s advanced defence system 
offers a brief warning of impending 
danger, the ground-to-air missiles 
are very tricky to avoid. 

A well-polished shoot 'em up 
that features excellent graphics 
but misses out on the game-play 
stakes. Weak, overall, 



scape dealing death to hordes of 
baddies, collect! ng items to boost 
firepower, strengthen shields and 
so on * the cunning aspect of (he 
game is the way in which Taito 
have arranged three monitors side 
by side. The landscape 1 scrolls 
smoothly along the bank of 
screens, and you can hardly see 
the |oins! 

Nothing amazingly innovative 
here, apart from the vibro-seat! 
Three- screen driving gardes have 
appeared before, but this is the 
first time a shoot 'em up has. been 
given the triple-screen treatment. 
Good for a couple of plays to see 
how neatly the backdrops scroll 
from screen to screen p but I i kely to 
become uninspiring fairly quickly. 


The follow-up to fkari Warriors 
from SNK made an appearance, 
featuring the same joystick-cum- 
paddle controller. The game itself 
could best be described as Ikan 




Another variation on the shoot ’em 
u p theme comes from T aito i n the 
form of Darius which is set in an 
underwater scenario and can be 
played by one or two players sea- 
ted in a wide cockpit - to add 
realism, the seats vibrate! While 
the scenario and game-play of 
Darius is hardly innovative - once 
again you have to fight your way 
along a horizon tstl ly scrol I img Ian d - 




Warriors in Space in which Thun- 
der and Earthquakes can be har- 
nessed to phase the enemy, 
Great, if you liked ikan Warriors, 
boring ft you didn't - little more 
than a change ol graphics sup- 
ported by a change of scenano 
and scenery. 


Soon to be arriving on home 
micros courtesy of Electric 
Dreams, this vertically scrolling 
rescue game has you scaling the 
outside walls of a burning skys- 
craper. Girls, doggies and 
businessmen hang out of the win- 
dows and have to be rescued - 
reach them and they parachute to 
safety while you continue your 
upward climb by waggling the 
joystick up and down to manipu- 
late the suckers attached to your 
hands and feet. Tongues of fire lick 
out from windows, periodically 
hurling fireballs towards the 
ground. Sundry items of furniture 
fall from above as the panicked 
occupants of the building try to 
remove inflammable material From 
t hei r offices a n d f I ats - get hit by a 
fireball or falling furniture and 
you're knocked off the wall and 
tumble to the ground, 

Like any competent firefighter, 
you start the mission with a water 
gun which disposes of (lames. 
Some of the burning windows 
reveal extra firefig ht i n g aq ui pment 
when the flames are extinguished, 
end collecting this equipment 
allows the water cannon to be 
upgraded to the point where it 
shoots water in four directions. 

A map records you progress 
towards the top of the building, 
and once ft has. been scaled and 
the girl who has taken refuge on 
the roof rescued, you can " 
parachute down lo a hero's wel- 
come on t he gro u n d before serti n g 
off to put out yet another blazing" 
inferno, 

Not really State Of The Art as far 
as game^play goes - somehow ft 
all looks and feels rather dated. A 
simple game that offers a moder- 
ate challenge. 


Budding anti -aircraft gunners in 
Bl ackpool weren 1 be abl e to resist 
the challenge offered by Cinemat- 
ronics in Danger Zone. Gripping a 
doubl e set of j oy stiok s on the front 
of a swivel I ing^ pivoting monitor 
mounted at head height, the aim 
of the game is to defend a ground 
installation From wave upon wave 
of enemy aircraft intent; on damag- 
ing your base, 

A radar scanner at the bottom of 
the screen warns of approaching 
squadrons and gripping the joys- 
ticks wfth the firebuttons firmly 
depressed you have to blast away 
at anything that moves in the sky. 
Formation of [St fighters 
materialise and if the planes 
aren't shot down in double-quick 
time they peel off from the forma- 


tion and fly solo* leaving you to 
dodge and weave, moving the 
whole monitor assembly around 
as you attempt to shoot down the 
stragglers. 

As each wave of attackers Is 
destroyed, bonus points are 
awarded arid then points are sub- 
tracted for the amount of damage 
they managed to inflict on the base 
you defend. Eventually the time 
comes when loo much damage 
has been sustained and a nuclear 
explosion ends the game . . . 

Fast and furious action, and a 
free physical work-out with every 
game as your biceps bulge with 
shifting the monitor around. Very 
little game here, however. 



And finally, football fans aren’t 
goi ng to be left out of th e action i n 
arcades this year. Baity Sente's 
American footie game is set in the 
street where hazards rarely 
encountered on a regular pitch 
have to be dealt with, including 
cars, dogs, open manhole covers 
and the odd paperboy. Street 
Footbatf is a game for one or two 
players and is controlled with trac- 
kerbalis which move members of 
the three- man teams around the 
street whiles firebutton controls 
catches and throws. 

Soccer purists who prefer to 
manipulate a spherical ball with 
their feet and heads should get 
plenty of fun from Taito's Kick and 
Run. Up 10 four players can com- 
pete against the computer or 
against each other, playing in 
teams of two, The game is played 
with joystick, firebufton and foot 
pedal - for that adding realism 
when shooting or fouling. 

Fun games both. 
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US GOLD IS THE BEST SOFTWARE 


HOUSE WITH THE BEST GAMES, 
BEST SIMULATIONS, BEST 
STRATEGIES, BEST GRAPHICS & 

BEST SOUND EFFECTS... 


f 



best simulation 

1st LEADERBOARD 
ijMMij 2nd WORLD GAMES 
Wm 3rd ACE OF ACES 
i'sjp 4th SUPERCYCLE 
5th SUPER HUEY U 

L ARCADE ADVENTl 


3rd GAUNTLET 


SOUND EFFECTS BEST 

1st WORLD GAMES (pp| 
3rd LEADERBOARD 


Limited, Units E /3 Holfbrd Way, Halford, Birmingham B 6 VAX. Teh 021 356 333 s 


1 


f 

I 


1 
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Over the last few momi is there seems to have been a decline In the 
amount of solutions {of part solutions) to arcade adventures* Have 
people given up playing them? Can anyone claim to being proficient 
at playing Heartand, Nosferatu, Firebrd or Moiecuh Man? You cant 
Well why don't you wnite in? Thera's a certainty that somebody out 
th£Fe needs YOUR help. 

Every week there are m couple of letters asking where reset 
switches can be purchased, Perhaps you can help? If so. send in a 
sample of your product, the name and address of your company 
(and don’t forget file price of the switch Including postage end pack- 
aging). 

Right, now on with the tips . . . 


UGHTFOlfCE (FTL| 

No reset switch? Peeved that you couldn't enter last month's infinite 
lives POKEs? Fret no more. Ankle over to you r Commodore, type in 
this top-hole Tim and lari Fraser listing, insert your ^rghtforce cassette 
into the deck, RUN the listing and press play {phew). Go into the 
kitchen and make yourself a cuppa. Come hack. Sit down, and the 
program should have loaded with unlimited lives. If it hasn't, repeat 
the proce ss and check the listing prope rly because it works {the tea 
is optional second time around). 


UGHTFORCE LISTING 

10 A-A+ 1 n e UB 4CnLOAD 

40 POKE B 29 ^°evsS2S; RETURN 

i 632 ’S P ^StO IMS 1 :READ T:P0 

i 50 FOR A= 166^' 

1 ^ NE T ?; BO m 14t. 1*&, 55, 76, 13. 8 
>1 60 DATA 169. 1TJ. 14 




LAZY JONES (Terminal Software] 


Although th is is a bit ancient It 1 s 
stil I worth playing - if only to lis- 
ten to the neat music. Anyroad, 
tf you load the program, reset 
the computer and type POKE 


4063,173 (RETURN) followed by 
SYS2G61 (RETURN) you can play 
the game with unlimited lives. 
Thanks Jim Sleekier from Lan- 
caster, 


CHAMPIONSHIP 
WRESTLING 
(Epyx/US Gold ;| 

Diz and Tec of The Crackpots 
have spotted a neat tip. If your 
opponent gets you down on the 
floor, push forward on the joys- 
tick and press the fire button as 
fast as possible. Your energy 
zooms upwards and the oppo- 
nent gets pushed off. 


ESCAPE FROM 
SINGE'S CASTLE 
Software Projects! 

Good or Gazza P has completed 
1 Doom Dungeon 1 - and here N s 
how he did it . ■ , 

Move RIGHT, push FOR- 
WARD, press FIRE {TWICE), 
then move RIGHT. Press FIRE, 
move LEFT* press FIRE, pull 
SACK, move LEFT, then RIGHT, 
and RIGHT again to exit 


th 


SPACE HARRIER 


(Elite] 

Yes! Yet another selection of 
POKES to make this disappoint- 
ing arcade conversion look 
rather silly- Insert a rewound 
Space Hamer cassette into your 
C2N, type LOAD {RETURN) and 
press play on taps. When the 
READY prompt appears type 
POKE 1011 f 24S:POKE 
1 0l2,?52rRUN {RETURN). The 
second part will now load. 

When the READY prompt 
appears once again, type POKE 
01S„167jPOKE 017 f 2:FOKE 
2G9e,240:POKE 2097 ,252 :SYS 
2061 (RETURN) to load the next 
part. When the computer resets, 
enter any of the following 
POKES * , , 

POKE 4188,0-1 5 

Changes the border colour 
POKE 7650,0-15 
Changes the background scen- 
ery colour 
POKE 7673.0-1 5 
Changes the main sprite's 
jacket and shoe colour 
POKE 7797,0-15 
Changes the main sprite's 
trouser colour 
POKE 7655,0-1 5 
Changes the tree end alien col- 
ours 

POKE 7678,045 

Gives some weird colour 
schemes! 


HE: Colours 

0 Black 

1 White 

2 Red 

3 Cyan 

4 Purple 

5 Green 

6 Blue 

7 Yellow 
S Orange 

9 Brown 

10 Pink 

1 1 Dark Grey 

12 Medium Grey 

13 Light Grey 

14 Light Blue 

15 Light Green 

POKE 2375,234 

Puts tiro game Into 'weird mode 1 
(trees fly around) and arrests the 
timer 

POKE 14212,234 

Speeds u p the game (thoroughly 
recommended) 

POKE 22l3,255:POKE 81 10,0 

Gets rid of ell pole s 

POKE 53277,3 

To play Uddon Hamer Bo! Ho! 

SYS 2128 to restart the game 
with your selected changes. 
Thanks to Marc Henry of Pinner, 
Middx, John Skinner from South- 
end -on -Sea, and Michael Will- 
mottfrom Maesteg, Mid Glamor- 
gan- 



ZZAPt 64 April 1987 55 








y r m . i-MAiv 


W 


|M¥V 


Vrt' 


Wl/J.W-, 


No* off3J5crrs 

SW6U& NOS S£,& p <|, *°jii j l S Gftf'tf 


HEARTLAND 

(Odin) 

This WraA adventure is a bit of a tough nut to crack, so here's 
a metaphorical sledgehammer to help you along. Type in the follow- 
ing listing . , . 


Mow RUN It Type LOAD {RETURNS arid press play on tape. When 
READY appears , type POKE 1 006 ,193: RUN (RETUR NJ to I oad the rest 
of the program with unlimited energy and time. Many thanks to Tim 
and Ian Fraser of Ruislip, Middlesex. 


TIPS 


cfwiA miviulh i uic (Loae masters j 


* We woz h akin 1 won day ! > say 
TRAXX of Southampton, 1 wen we 
discovered these pretty MEGA 
POKEs. If u load ver game an' 
reset ver Commode u can enter 
these:' 


One's clothes and bike frame 

POKE 5604,0-15 

Changes the colour of Player 

Two's clothes and bike frame 

POKE 5612,0-15 

Changes the colour of both 

players' accessories 


POKE 5596 ,0- 1 5 SYS 4096 to restart wi v ver 

Changes the colour of Player selected c hanges. 


56 ZZAP! 64 April 1 987 


nNI/ 

J y * 

MCS 





Meet Jim 
Butterfield 

The guru of the 
Commodore world 
will be flying to 
London for the 
show. This is your 
chance to meet the 
man who's the 
leading authority 
on the whole C8M 
range. 


w computer show 

^ f Oam to 6pm Friday June 1 2 M 

a ! Oam to 6pm Saturday June 1 3 
* 10am to 4pm Sunday June 14 i 

Champagne Suite & Exhibition Centre 
NovoteJ, Hammersmith, London W6 


Advance ticket orders 


June 

12 - 1 * 

1987 


!0ch Official 


Send for your 
advance tickets 
today . . . 

With them you 
can walk past 
the queues — 
and SAVE £1 
per head off 
normal prices I 


Please supply: 


LJ Adult tickets at 12 [save El] 

J under- 1 6 s Aden jtE I IsaueEM 


computer show 


Post to 1 Commodore Show Tickets, 
Eg r op a Hpuse^ 6fl Chester Road, 
Hazel Grove, Stockport 5K7 SMV, 


T Cheque enclosed made payable to 

Database Publications, Lid. 


Name 


Address 


Please debit my credit card account 


Access v^a 


PHONE ORDERS! Show Hotline; Q61-4SQ 0171 
PRESTEL ORDERS, KEY *39, THEN 6! 456MS3 
MICRO LINK ORDERS! MAIL ©OX 72 MA.QQQX 

PlM&c quote UrcM caret num tttf Ml Be* SZA P 


Admission at door: 

O | adults}, £2 [under 16i| 


Organised by 
Database Exhibitions 


f * 

i<**® eri 



o* 

r< 

CO* 

,1*9 

|\P 1W 

* 












TO 'tPUft 3P'MHP; 

© Remove mis mv &luc 
TO R SHEET OF THIN CARD 

0 CUrOJT THE SIX SHAPES 

(D CUT OUT INSiPfcS. OF DOORS 

© FOU>RS&i4QWNOHRl(!rtT 
ANP 6U|E 
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FUTURE KNIGHT (Gremlin Graphics) 

Is Sir Randolph fa fling to com- U G 8 7 -all at the same time. The 

plate his quest? If so, Paul Bal- Border goes grey end Future 
linglon of Sunny Hill. Derby has Knight changes to Future Cheats, 

some Information. At the title You now have infinite Ran- 

screen stage, hold down Keys 8 dolphs at your disposal. 


BOBBY BEARING 


[The Edge) 

Fancy & bit of unlimited time t q help round up all those lost relatives? 
Great, then read on. Pope rewound Bobby Bearing cassette into your 
C2N and type in the following . . * 


SPACE HARRIER 
(Elite) 

Stuart Robertson of East Kilbride,, 
Glasgow recommends you put 
an autofira joystick into port one 
when playing and switch it on. 
Why? Because it slows the 
game right down, making it 
easier to piay, Hmmm , , , 


BREAKTHRU 
(US Gold) 

Proas FT to pause the game and 
then F3 twice so you can listen 
to the title screen music while 
you play. Thank you Nipper , . * 


Now all you have to do is RUN the listing and press pby on tape 
Many thanks to Jim Blackler of Lancaster. 


PARK PATROL 

(Firebird) 

Atthe start of a game, jump f rom 
the boat onto the log directly 
opposite. A white bar appears at 
the bottom right of the screen 
and you can attempt log rolling 
(sla Wortd Gam es) by tapping the 
joystick forward, letting the par- 
kie si Ido down die log and 
repeating the process until the 
white bar runs down. If you com- 
plete the exercise you're 
awarded a bonus of 5000 points. 
That neat tip came to you cour- 
tesy of Ian and Richard Yates of 
Stourbridge, West Mids. 


POKE 49040 ,76; POKE 
49049 ,226: POKE 
49050, 252:POKE 
49215,1 12POKE 49216,191 :SYS 
491 52 (RETURN) 

The rest' of the game will now 
load . When the computer resets, 
type in , , . 

POKE 26700,191 :@YS 2076 (RE- 
TURN) 

For unlimited Parkins (sounds 
like a disease!) 
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FAIRLIGHT 

Not unlimited I ives. Not eve n 
unlimited energy. W s a 'stop the 
screen banking out when mov- 
ing from location to location' 
POKE, Pretty pointless* frut at 
ieast you cart see how the com- 


puter draws up each screen. 
Just load up the program, reset 
the 64 and enter POKE 
39419,1 73: SY S 20992 [fl ETUR N) . 
Tha nks to J i m B lack !er from Lan- 
caster. 


BEYOND THE FORBIDDEN FOREST 
(US Gold} 

Losing half your arrows ©very time you die is a bit frustrating, so why 
not type in the following listing to stop just that . . . making sure that 
you've get a fully rewound tape in your data e order. 


:i ssk2£sss«* n F0Restusti 
■/ SSgrawSS 

a . l76 S 4 ? ' a 63 “^oo.m,, 7 . 20n 


Now RUN the listing,, press play on tape and the program will load 
and run. Cheers to Jim Blacker of Lancaster. 



ORPHEUS IN THE UNDERWORLD 


(Alpha Omega)i 

Does the promise ot unlimited 
lives Inspire you enough to dig 
this out of the discarded 
software heap? It does? Good! 
Load up the program, reset the 
64 and enter POKE 


10670,234: POKE 16671 ,234:SY3 
9720 (RETURN) to restart the 
game with as many lives as 
there are stars in the Universe,, 

Thanks to Simon and Adrian 
Meads of the Donut Cracking 
Service, 
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ESCAPE FROM SINGE'S CASTLE 

(Software Projects] 

This listing is a welcome relief! Dragon’s Latr II might be fun to play, 
tint it's really difficult to progress to the later screens. If you’re hav~ 
ing similar problems, type the following Tim and Ian Fra&er listing: 


1° F0 ^',FcS74°TOENPWNt D '°' < '' END 

soS " 1 ®'°' *' 

; 1921 
\ ,fK n ttA 1 69 , ^ i ^ ' - -tc oo 8, 1* 20, 7 ^ ^ cq 

; tKS \ «y 

' 50 DATA 1 69 J®' . ^4 g8. .76, °-^ 0 „ 

>lffiOAW69.'»'' / 

■ 1 /V f 


When you ve finished, RUN the listing and type SYS 49152 (RETURN) 
to load and run the program with unlimited lives. 





JEEP COMMAND 


(Bug Byte) 

The tallowing POKE makes this 
tricky game a little easier, alio w- 
Fng your jeep to speed through 
obstacles and over holes -com- 
pletely unharmed! The bombs 


can still kilt you though .** Any- 
way h load the program, reset the 
machine and type POKE 
32627,241 :SYS 16384 (RETURN), 
Thanks, tan mail and! cheques to 
Simon and Adrian Meads of the 
Donut Cracking Service. 





EXIT 


exit 




LjJ 





BACK TO 
REALITY 

(MastertronicJ 

A ghastly game! If you’re 
unlucky enough to have bought 
it, never m 1 nd — console yourself 
with Jim Blackler's nifty POKEs. 
Load the program and press the 
Q key to reset the machine, 
allowing you to enter POKE 
201 09,1 73:SY$ 16364 (RETURN) 
for unlimited lives. 


BLUE MAX 

(US Gold J 

Tafk about crumbly - this one Ls 
Out of the Ark! If you want to 
squeeze a lew more hours play- 
ing time out of this 1 c lassie 1 . just 
exhume il from its box, plonk it 
gently into the C2N and type 
LOAD (RETURN). When the 
READY prompt appears Type 
POKE 1 0ff ,246: POKE 
101 2 ,2 52: RUN (RETURN) to load 
in the next bit When READY 
appears, enter any of these . . . 

POKE 17925 173 

Infinite fuel 

POKE 25584,173 

Infinite bombs 

POKE 1 7438,0 

To take no damage from flak 

Then SYS 32768 to restart the 
game with the selected choices. 
Oh d I nearly forgot - Jim Blackier 
of Lancaster supplied the 
above. 



2ZAP! 64 April 1987 63 






















TIPS 


JUDGE DREDD j Melbourne House} 

Jim BlacWer of Lancaster is back again with mere infinite things, this 
time for Melbourne H oti ae 's latest and cruellest joke. 1 nsert the cas- 
sette into the oatacorder and type in . . , 




i JUDGE DREDO LISTING 

", , 0 FOR A-49152 TO 49163AM Z:POKE 

*\ 5,96 



Type \ ■ ..jN andpress play on lape to load the first part of the program. 
Whan the cursor appears type: 

SYS S79SYS 67 9 POKE 2 565 ,96: SYS 2048 (RETURN) 

To load the nest section. When the cursor appears, enter „ _ . 

POKE 45181,142 

Infinite energy 
POKE 39463,189 
Infinite ammunition 

And S YS 3 ?64 to start t#vj pm# with your selected changes. 



KNUCKLEBUSTERS (Melbourne House} 

This game is extremely difficult, so these infinite lives POKEs are a 
welcome relief* First of all, put a rewound cassette Into your G2N, 
then type jn the following listing „ . , 



• ' k k|UCKLEBUSTEBS LISTING 

10FOPA=49162TO49T63:READZ:P° 

•i 5, 96 




l 


Now RUN the listing and press play on tape to load the first part, 
When the READY prompt appears enter 

SYS 679: SYS 679:POKE 28605, 173: RUN (RETURN) 

To load me rest of the program with infinite lives. Cheers to Jim 
Black ler of Lancaster. 


THE LAST POWER SUPPLY YOU’LL 
EVER NEED. ... 

GUARANTEED! 

A1 SupaSmooth 

* * The ultimat e heavy d uty C BM 64 power supply 
’fr’fr 2 -year guarantee 
Life-time service deal 
*6 100% British-made 

From all good retailers, or in case of difficulty, direct from 
Britain's leading manufacturers - £ 24.90 post free. 

PEAKS0FT, 48 Queen Street, Balderton, Newark, Notts 

Access/Visa orders or trade inquiries: phone 0636 705230 


CHAMELEON 
(Electric Dreams) 

In last month's review of this 
rather good program* we 
moaned a little about the lack of 
dear instructions. Programmer 
Martin Walker of Sleaford, Unca* 
agrees, "Electric Dreams mis- 
unde rstood my instruction s and 
they d Idn't print any of my 
supplied section on how to ptey 
the game! The story was only 
icing on the cake and let's face 
if ™ if you remove the cake, 
what's left would make you 
aide/ 1 

Anyway, being of a kind dis- 
position, he's sent us the mis- 
sing instructions to help any 
players who have become stuck 
or are still confused. 

RULES OF THE ELEMENTS 

Fire destroys Water and turns 

Earth to Fire 

Earth blocks Water 

Air blows out Fire 

Water destroys Fire and turns Air 

to Water 



COMPLETING THE LEVELS 

The four central boxes on the scroll 
are a combi nation lock. Red boxes 
are opened by passing power 
points, or at one of the four times 
of day The hidden flux appears at 
the different sounding power point 
when all boxes are open. The rul- 
ing demons can be destroyed per- 
manently after this is picked up, 
When all four demon gauges are 
empty, any power point transfers 
Chameleon to the next level. In 
Umbo, simpty pass ell four power 
points to get to the exit. 


THE SENTINEL 
(Firebird) 

Think you're good at The Sen- 
ttnei, oh? We!l a here are codes for 
fhrw landscapes which cer- 
tainly sort the men out from the 
boys , , - Anyone else found any 
devious landscapes? 

36 58999784 
Rather tricky 
232 66496003 

Even programmer Geoff Cram- 
mood can't do this landscape! 
131 8 58096035 

SEVEN Sentries! 



(Mastertrom 

Anyone having pn 
the denizens take 
throw stars to weaken the! 
then finish them off with your" 
sword. Karatekas are more 
difficult - use stars to kill them, 
and try not to stray too close. 
The only way the Evil Ninja can 
be beaten is by using a high kick. 
Don't throw stars, otherwise he 
picks them up and throws them 
back at you! Don’t low kick 
either, otherwise he bashes you 
with his sword ... Oi 


And another one biles the dust, if you have anything in the way of 
soFutions, tips, maps or POKEs, why not grab a bit of the limelight 
AND win yourself the thanks of thousands of Commodore owners 

ft m t0 J ZZAP! TIPS ’ P0 Box 10 ' Ludlow. Shropshire SYS 

bc s * atuff g fits printed, and anything exceptional could 
well earn its author a T-shirt and some free software. Don’t just sit 
mere - do it! 


TERRA COGNITA 
(Code Masters) 

A handy tip for this , . . eon , * , 
well, this program. If you flyover 
the first extra life block, collect 
it and then fly into the time shift 
square beh ind it. You will be put 
back to the begin ning-whhthe 
extra life! Keep repeating this 
until you have nine lives, then 
cany on playing In the normal 
way. If you really want you can 
keep on doing it and score zill- 
ions of points fyitwn). Thanks tg 
Stacey King who lives in Goff’s 
Oak, Hertfordshire. 
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II; A TOTALLY NEW CONCEPT IN COMPUTER GAMES 


Biq Business 'Best In Gastronomy) fc-> «*** '"*? "J 
oMhe tutoring industry with hambur 9 *r-bu«, terras end 

SS-, rr* tMttSf m 

S&ta* *» JS «" ta " ,o 

perform standard kitchen procedures - without cutting his fmg^ 
ottlM whet's more you heve to tram »«Vl d 

Floyd 11 bus to deal will, o wide uawiy <rf 9 

breakfast, lunch, evening dinners and snacks al all times, 
im b, refining fib 

quick, or you'll find yourself winding up os a dishwasher in a 1 
BIG burger bar. C641Z8 cass£9.99 C641Z8Jisk £14.99 


s « *■'« ,.i 
^OffwnBi.d to dftn r | 
Bnf t, WJit, cfWT ^ h 

H» ftom i 

lwl *"•" ™i«J pnn , 

I' 


T ,h ■? w *, 

IJdd^ ft0TD,fc *^ 
Jim. «ikI iwwf ^ 

******. 
£"• . utpuk^ k £ 

^4KT* ■;*■' — 

_ C64128 


L. ftb’irew nrenJ. odv*rvt*TB, M '*■*»•"' m “ l 

Monk and His disorderly, but deadly army. 

<X” W 00 ! Sm -. W »wiw<*r* 


II your dealer is miles away you can order from us - send 
your crossed cheque. PO. made out to Ariofasoft U.K. Ltd. 
including your own name and address, to Ariolasoft, 
P.0, Box 461, London NW1 2ND 


I 1 / £_ 

\ Nif' ' 










The Apache . . . Fierce and elusive, hkt? iU warrior namesake , r Capable 
g! defeasing, enemy tanks. infantry,, and hostile aircraft or the modern 
electronic hid He field 

Gunship £ revolutionary 3 D graphics enable you, the pilot to fly into the 
world's hottest trouble spots , You'd use an unbelievable array of high 
tech information and weapon systems, including lasers, video cameras, 
night viewers, radar warnings, jammers, computers, missiles, rochets, 
flares and a 30mm camion! Successful missions wilt be rewarded with 
medals and rank promotions 

Experience the dangci and excitement of attack helicopter action . . , 
your fatesl adventure in the eve* growing line of MicroProse Simulation 
Software. 


See your software deafer today and become a perl of the GUNSHIP 
adventure 1 Challenge the enemy, the sky, and YOURSELF with this 
extraordinary simulation. 

GUNSHIP for Commodore 54/128 Cassette 11495, Disk £19, 35. 


MKiflflWJiSt SOM WAHL LIMITED* Z MAHKt I PLACE. TE'THURY. GLOUCESTERSHIRE. Ul&mA. TEL, (06661 54326 TLX 43*122 MPSAJKG 






amous White Wizard 


for all 


owners who | 


ed comman 


an wiggled joysticks. 




my more charitable Jcdings about 
the product . . . 

Btowever, there's no pytm in 


j os t he j ng f i nje abu utih e prqgra m , 
Lei me now level with you and tell 
you in more reasoned tours whyt 
led Eh is way. You, of couifse, may 
disagree, though so me how I doubt 
it. 

First, let me make 11 al^nluidy 
dear that 1 hold no personal feel- 
ings of animosity against eilher 


tr u' .i . . , 

Well that does it, The Wizjusi 
cant bear ft any longer. At the end 
of last year! said that Vd Man to tell 
the honest truth abotn the way I 
felt about UK adventure software 
and when this game popped upon 
my screen something finally snap- 


M i ke W oodrt iffe ni Ad ven i u if eso ! i 
(the programmers) or US Gold 
themselves. On the contrary „ Mike 
hdis hosted me at his offices ill 
Birmingham and \ was Impressed 
by hrs dedication to ad vent tiring in 
general - all of which I said m an 
article last year. 


£ ' 

h\ appalling, 1 e doesn't deserve 
to change hands for anything 
more than E 


a blank cas- 
sette. US Gold ’should be utterly 
ashamed to be offering software of 
this nature and should withdraw 
the product at once. And those ace 


£9,99 cassette 


■ mi 


ipinii 


eeek! 5k el el or 

f Trade Mark — 
Maud I ng is 
ji lack Eng Eter- 
itla and you. a'. 
Adam (trade 
Mark -Mattel 
Inc) Prince of 
T^-l all Eternxa, 

^ruisi become He-Man (Trade 
SAa rk - Mattel i ne ) and def ea i \ i i m 


in this great Musters L ?/ the Uitivmv 

. L_1 T - . | . 


(Trade Mark - Mattel Inc) com- 
puter gamel 

Wow! Watch out for the 
Rock binders, why - loH trolled 
by Skefetor - are guzzling their 
wayihroughthegraniteiu under- 
mine our dear beloved Ett*rma ■ 
And watch otit for Orko (Tfacfe 

■| A 1 p'L Bit rrS I .--.i-l h nnJ |— j lI ^ 


iyipil£ “ FiEmation) ... and Evil 
Lynn (Trade Mark - Maud 
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( All hail, fellow Wizards, Warlocks, and 
1 Witches! This month we lake a further 
look at MUD, do battle wit h Masters ol 
the Universe, exercise a little Imagination 
for only £1.99, check out CRL/s latest 
release. Murder in Miami, and indulge in 
. other Wizardry f rom the Wand of You 

Know Who . . * 


You are inside the crowded Han 5t rTr hs 
alehouse. People have gathered here in 
their concern about the quakes > Vou also 
see: Han at You can go north. 










ituifi'. MNsmlui gri^a Qoj 

r.nsrniog (he drtk bools 
•in ml ! 1 1 iff n rtd i| y <'y tsam 


A Very Otlti pay to 


Miner 




L* J 




:>i % m f. T- ! ■ •" v ; \ '■ ■■■ 

rg&§ III; 

;|Sx • •> / Bra' 3 


: 




makt^ no secret of ttls 
> program nittss selling 
.■.sjr||.ordeT to pay tilt bills. HeV' 
rfetfly E-niiiled eo approach the 
r k*H Ih ihal fashion if lie wants 


'dragged back towards the water' 
by a Tentacle from the mom witti- 
oLii ever actually gening to the 
water. And during the process; I 
wa i afcl c to s wi m hap ptl V to a euI fro 


lyiowfy Miii'ves iltat the amiss ihc moat! 




L- BOPS; or Back 




ffg^ 


f io get a big sailing ad veil- 
pde shelves is through 

. BBBSfr themes from 

people Mr Maud. OK so far . . ,1 
If S Gold obvl on sly agree wish It e m , 


' * vS^Y '•■'■ 


One Move* as well as RAM sa ve 
and i; estate. Von can also. D R OP 
GET ALL. Bur it doesn't tell 
ypu which word h doesn't under 
stand and happily responds io 


buying 3 bi^ sale for the game. 
Perhaps even a position in the 
charts Hasn't ft occurred io tin 
Powers Thai Be that there are 
other ways of getting people i« buy 
your games “like programming 
them well, far starters. 

-Wouldn't It be met- for once if 
scfencnxte spent their money on 
buying up licence riglnsand then 
actually went ahead and 
developed .1 game that was - for 
example - up to Pawn standards! 

Oris it ih at once I he rights h a ve 
been bought there isn't any money 
left over fort he program itself, If' 
thaE'y the case then how about a 
@lt^drighiaiity-- at least you 1I011 r 
, 1 3 a ve m pa y for 3 fcisi hat you 

come up wlihymusdl. ; * 

Or don't we have n ny? 

As for US Gold » I ran give e hem 


I t .T 




i corn - 


hmaEly r after reverting to my inputs such as ! EAT KING RAD 

taring Adam identity {instead of NOR 1 wjib the response 'THAT 
He-Man h I was tofd that The ten- 
Eades drag you into (be Water 1 . At 
last - 1 thought — Tye reached ibe 


one idea forfreej 

ing up With ^ l uff like this, then 
pretty soon pu -one's going io 
ipuch their product with a barge- 
pole, No ] Odder how iiiLKb money 
they spend on licenses. 

Co m e on Advemuresofi — 


t"* ki r« | ■- 1 ■ ni, response 

WON'T HELP YOU AT TH fc you've sol [he idlenls if you want 

.MOMENT AND THERE IS NO to use them -have a bit more con - 


GUARANTEE IT EVER WILL. 


oth<n wi they wouldn't he dls- water* But no - the next fine It say* the same thing if you 


Ir i fwi [iog Ills product. informed me that, once again. "the 


W hat j he ; T O K is ih c actu a E sta n 
f ( he product itself. I fee E 
pretEy had saying this because 
Advcnturesolt arc a gaud bunch, 

I bin really we've got to come clean 
This software is three years 
our of date And loseIHlin I 9 &?at 
uisstaiply not on. And for 
me tu$ay anything else in i his cob 
until would be to do my readers a 
shfiout disservice. 

Firstly, the design. The graphics 
art- OK t* some of them are even , 
very attractive. But the text ioca- 
-■ arc brief and uninspired and 
[.lie purfes<tre frankly, dull. Some 
of them arc even bugged - 1 spent 


literally dozens of moves being 

* 1*1 - 0 P' S : ':':T 5 ' II 


tentdcEe drags you back towards 
the water". Ah well . , . Fnroncei 
was grateful when l died and ha 
to start agailh. 

And ihe whole structure is $0 | 
limited, Examining must things 
| results in the message You see 
noth mg special'. Most Uxations 


offer nothing apur 1 from ihcirbrtef 
descrijjtion - no objeds to look at 


{ unless 1 hey' re required by iftc 
plat] . Yftu go into the inn and 


tobw a drink, .but "He-Man 
wiMjIdn’i waste time an such 


mm-* 




things' says ihe program. Well He- 
Man might not, but mast adven- 
turers would 

The parser is relatively eflicient 


enter 'QWERTY QWERTY' Or any 
01 her rubbish. 

What about interactive charac- 
ters? What atnuu vivid location 
descriptions? What about a bit of 
SCOPE - for wandering j round 
Sr id cheeking out pointless objects 
forth t 1 sh ti lt, fu n o| it; for disc over- 
^ngdirkrent ways of achieving 
one’s ends, instead nf simply 
era eking an in va tying stqu cnce of 
puitrics? 

t don ’t know 3 ny t b e ng ahms ( t he 
actual Afrisirm of ih? Universe sub* 

CUilUre, but E Suppose st>nu:onc 
had to spend quite a Em ol money 
so buy the computer game rights. 

Pe rha ps I hey 1 hu ugh 1 tha 1 by buy- 
i 1) ;; 1 f 1 ( i u‘ vi t; i 1 ( > . lu 1 y vverr i n t Ffecl Ovi 


hdence in your own ideas, stop 
wasting money on licenses,, spend 
it tin gamedevelopment, and start 
wEnning customers instead of try- 
ing to buy therrir. 

Fin al ly - 1 su ppose it 's j use possi - 
ble that J r ve got it. all wrong, and 


this game is really whal everybody 

■meHK MMl 

up advetuuring right now and 


1 ere is waiting for. If this is the 
lime, aadrli wive 


lie and tell 


retire 10 Disneyland (Trade Mark - 
Wall Disiievh 


Aimo 
Interaction 


'• J]’ - .. ' , ’-Vi 


45% 

I merest }5% 

30 % 

35% 


, " . i * 




■ 




cetr- 


p. 

Minty the munih 


for ' oris 1 


parries. Here one 
Mr Torrentc- - 
programmer o| 
SubSuHk, one 
1 he Wit's bHttgL-tj 


favourites 


tiwhilBes in Wi of ItahuheisrEiti 
ribaldry, {Hiking fun at other oooC 
pun-r - Inciuding sorht? 

w lH f - k nown ad ve irt u res. 

"The aim of ihts GACced game, i 
1 hardly believe the 


hui this i? whit ia sdysK li io 
oaH how m-iriy siiafs there are 


/■Yi 


n rht 1 i: Mi verse. When you load 
HU. you on.) in tSe jyst loqaflion.a 


olane f s driwins rooh was quit* ordinary 
ti writing 4*Sk sat under the window and 
the roon w^a? furnished with a couple of 
easy c hairs > 

A door opened out onto the passageway 
and Blank's feedrooh was north- 


Kettering also noticed 
the door was open 


More 






* : -M 






menu of ganiv opt inn 
If 1 tell you that the* games on 


. . , thcai you may grit itmteidea 
to what'i going oril You rntm 
L iner eacii game in turn by sek-d- 
i 1 is it from iht menu, .jihJ then 
.•either dote killer sprites tin 




jic at i he raihcr unkind lake- 
s of the fahioifs Lc vc‘ " 


the fehiou 5 Le vcl 9 gr^ph ics i th Et her collecti ng = va tip i ts hem s to 
I in ’The Lckrds Of tia\\ IVui Nine', uvercumc ihr>obsiac 4 e^ itsai pre- 




The e n ?u blc is.. 1 BPMWHjB! PjPB 
EXACTLY mreuvdo graphic! 

Each game ha* something very 

UCh entenng ojnd qsiUtiUg <3 
mes as you rush hirhcT and 




I 1 1 1 iap j jk 







sent fhemselvo in roch scenario? 

I enjoyed this game, specially 
as I had iht! secure Feeling t has It 
would only haw cost me (ti+Sft, 
hut 1 did think thai Ete?ji: was 
perhaps a lilt It TOO much variety 
in it, Sometimes I thank suf- 

fer tf they try to Endure ton much 
materia! at the expense nl some 
form u! unity - bui this h very 
much a personal view and others 
may fed exactly the opposite, 
After all, there is something rather 


L h : i r‘ . 

satisfying amu i solving one pgulq 
within (»hjtc( brought in from 
flfioihet i&nle, even if wb do have 
todoaiofofseurTylngitviEttiJiul 
Iru-inc. Anyway^ at iltis price ytm 
tan' i lose! 


Atmosphere 
Interaction 
Lasting I mere 
Value For Mot 
Overall 




of nice touches an d it's certafnly 
very original in tone. At ihe topuf 
a mountain, J You are surrounded 
fay o Bad Altitude - i'll say you 
are, And elsewhere you may even 
glimpse ' Moli ue$$ Itself . 

CeniraJ fiompuling can be 
reached M Beech Road, G Ill- 
way r Tam worth, Staffs B7*> 
£QQ-bm they didn't Jell me how 
much the game was. One uf the 
reviews quoted on the inlay refers 
■ • a price nf four pounds. If ihh b 
the case I'd suggest that it's margin 
naliy ovdrpriTeck hut still worth 
checking out if you're fed up iVhh 
dragons and cither more nadi- 
itottal fare. 


f "N 1 Rfl L 
OriPUT iM& 


Central 


ill ere are helpful HINTS for the 
asking, i found myself asking for 
them qmse a bifid start with, w hen 
3 found myself in a field tllll of 
'pmmblcsl " s : V. 

A 'promts is, a creature a fail 
I r4 L - a sheep with a 'weird uilc and 
try as I could I simply couldn't 
make any progress - 1 attacked ihe 
promblcs* f waved at the prom hies, 

i ■ tU.^,1 i k, pi . s Jjj 


dE, this Is rdltirr 
original, I must 
- ,a Y- As a farmer 
^®v\ Y ou have lost 

MW ' ' > "^r y° Ur *heep, and 

W ^SV an adventurer 
yft' VJ 'i'll 1), you musi tope 

with 4 number of 
; rather unusual 

[i u rdcs in an attempt to find them. 

You don’t get much help from 
the inlay, which really doesn't tel! 
you a lot more than. the paragraph 
above, bqt [htoughoui ihe -game 


THC m^TCAT 
or TH1 


.1 talked 10 the pmmbies, t did |usi 
about everything to the b****y 
prombles. Nothing doing. Finally, 


Atmosphere 
Interaction 
Lasting Interest 
Value For Mone 
Overall 


I aieone and was rewarded with a 
couple of bones. These I Muck 
together to make a spade, and my 
travels begun. 


. 

„ | * # I . !••:,• ■ 

This garde Is text -only and pre- 
sents atsdl as being a little old 
fashioned, but there are a number 

y 3 M %*" • • ■' V& 

2, 1 . ’ . 


£7.95 cassette 


you receive a memo from your 
boss i el ling you about Blanc \ 
death. You cam in ihe meantime, 
examine the ash tray and swan 
' li nfilrered Camel r , which you can 
quietly enjoy for a minute or iwu, 
If however you spend too much 
i i me hmwsing around you/ office, 
In marches ihe boss who fires yak 


| recently L i bo u i 

JP i liraaihi from 

Fn f so it was a 

I JJ %W-t clltr surprise to 
y u ■ y! hud this, game so 
lL y IS enjoyable, 

k Bused, so li 
claims,. cm a faook 
by Dennis Wheatley, ihe game 
revolves around the death of Mr 
Blanc on a boat called the Golden 
GuU. Mr Blane is a big man in the 


for no* leaping to your feet and 
rushing off to solve the crime as 
soon as you received the memo. 

■ And if Adventiuesolt arc still 
wondering what E mean* about 
'scope' in a g^me - she above is the 
:.p«rrffci example. 

t found D ra'cala to be slight ly dull 


world hi soap (ihe you wash 
wiih. not the mu l! you watch on 
tdly) and so is his co-sadui , could 
be they had a bit- oi a liiihci . . or ! 
w-asoT Blanc washed iweti™rd? : 
Up io you. Detective Keitering, 
10 find out the triiEh- Programmed 
by Ffigus: McNeil} uf Dehj .4 ; : (amc 
and Jason Somerville, ihk game 
h4S thc fainiliar familiar Deha A 
hailniarks of (I) three pads |2) 
TALK TO 'feature 0) sense of 
buinotit and - ( 4 ) attention to : 

deuttl 

The last tyvo fealurics are best 
lllustraled by a be tie sequence you 
Iplghl ^neounEerat the beginning 

of i hi? gamc + Silting at. your desk. 

h &* Js&gw’zS& i . af 4 * "■ r ■ ■ 


in that it frequently nursemaided 
ihe playcr,.ai(mg prcdelcmim^ 
plot ' Miami does the same 
from time to time but tt's far lefe 
ribtm^iyc and there'* always tots 
to do. Once yrnj reach the Golden 
Gull you’ll find picul y 0 f quests Jo 
jflt erruga i, u ami-minimi of d u^s a n < 3 
e n in-rmatio n. jhaL you nms t $i i ecc 
L^gtther Ec? fiEid.mji the Enjsh. Anil 
alti 1 1 ■ Ugh ma py t ha rn ct « rs :; will 
replj fb ydur questions with ihe 
mm-mitimiHji 'Ask m| tumor- 
row thtir presence adds much 
irtieresl rb Lh^ game 
Tfiis game was a pleasant sut'' 
prise — 1 hadn't even had a prtess^J 
M '■ ' - , : x iS :i 


rek-dhe from CBL afaoul ii . and as it. 
turns out L cliink ii-s mir uj their 
belter grimes. As a- Out? t u;Mra e cd 
program h aho has somij really 
q u El e 41 1 r 4 cii v e pkl u res as well 
%1-d. jU3t gu<*i I<1 show (as Fergus 


Atmosphere 
Interaction 
Lasting Interest 

a .- j . . : sL __ 


Value For; Money 
Overall 
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How to 



■ » c 

■ ! 
£ 


AWizard 


tells all . . . 


Lasl rpoiiEh gave you a brief 
n. i vo vjcw ol tliL' varkius un-line 
games ainerilly to be enjoyed by 
m< idem ow n e f s, Now we ge t d * )wr i 
id he Eility-grlity, with a detailed 
dip uUo the MUDdy waters .of Rri- 
tribTs most popular Mulii User 
Game , 

MUD started off in 1979, brain - 
rhiU ol one Roy Trubshaw at 
Edinburgh pniversily and written 
in BCFL (one id (he forerunners of 
Hu- modern C language). It was 
later fttnher developed by Richard 
BurM on an Apricot using a lan- 
guage called MUD Die (for Moll l 
User Dungeon Development Lan* 
guafe) - Mr Rartle's private 
development. tool derived# I 
believe, I rum PROLOG- Currently 
the main framework of the prog- 
ram is written in PASCAL, and 
occupies approximately 4 mega- 
bytes oF code (including all the 
data). 

The program lirst look off on a 
DEC 10 computer at Essex Univer- 
sity and i his version — known as 
MUD I - can be still be played on 
that machine when computing 
lime is available (usually laic ai 
night). Alternatively you can try it 
nut on Cnmpunet. You could also 
get it up and running In your living 
room - DECIDE are no longer 
maiiufaaured r but you used to be 
able to get one for about half- a- 
m PI son quid and they should just 
fit imo mosl suburban living 
moms. 

A I te rm t\ v ei y , y ■< iu could log 
onto someone else's using your 
root 500, 3 200/ 75 , Of I 2 00/ 1 200 
modem, A mi with the same equip- 
ment you can log onto MUD2 - 
the latest version of the game and 
the one being offered by British 
Telecom, h r s this version that we'll 
In- looking at lor the next couple of 
months, seeing what It offers and 
how it works oui on die value for 


money stakes. 

MUD 2 differs from MUD I In 
chat ii runs on a VAX computer 
and is somewhat larger in size, 
having been more recently 
updated, As I write, it is being 
increased in size from 700 to 
around 1000 locations, with 
approximately J 50 objects to play 
around wiih and 80 'mobiles' 
(computer controlled characters} 
to dodge and dally with. 

There are roughly a thousand 
currently registered players with 
another hundred i »r so joining 
each month. EiT's MUD system has 
Fact! i res to cope with quite a Few 
callers — there are about 20 incom- 
ing I i ties as well as 64 PSS inputs, 
but as a genera! rule the average 
number of players tends to be 
a round eight ala lime. Because the 
game can only run when the VAX 
isn't being used by sweary 
businessmen during office hours, 
MUUderscan only log, on between 
the hours oF 6.00pm and 8,00am 
weekdays and at weekends. Ai 
peak periods expect there to be as 
many as twelve Lo fifteen other 
users logged into the game. 

The print-outs in I his month's 
co I umn should give you some idea 
<>f what i| r s like lo play MUD r 
together with the commands and 
background to (he game. Every 
printout you see was obtained 
during a real MUD session, bul 
don l take my experiences as any- 
thing special - get on-line and try 
U For yourself, 

In particular, when 1 played 
people seemed to be remarkably 
friendly - but that doesn't mean 
that you won't meet sonic nasEy 
types. In lacL some people deliber- 
ately create both 'good' and 'bad' 
personae us play wills as the mood 
takes them. Hinmnim . . Reckon 
Freud would have been interested 
In this! 



mud log-on details 


Requirements; 1200H200. mod ™ P ' US C ° MMS 

software plus MUD Starter Pack (sec bcow). 




Loft-on number; 01 ( l20W ' %l 

0 1 ,J 97 94)3 (300/300) 


pl.ry timt’s; 6.00pm to 8.00am weekdays all weekertdi. 

Tn tirdiT starter pack and ftamv credits, phone 0 1 608 1173 


TREE TRIAL LOG-ON PROCEDURE 


^aSro 1 - WvgS 

GUI. Si j and I i jjjli ■» i-i ■■ rnrtirtiiti*rtiits vOti^ff- If you do 

frc. wiLh limited ujirm»i»«te^ew hl r ^‘ whoyouLf jnd 
play * a you™* - 

lira k l iruuHf tor you later si yomktfi S 


i r i HE AIM OF THE GAME , . « 


1 


Typing IN F0 durirtg the game gg getyuu the tollowlng m^ge. 

Idk it all - - ■ , witch or wizard. You'll sec pkruy of 

The object It! MUD IS to iheinunemepowcr 

,ht-m about obtaining them yourself, 
they mm mo ml. aim | a .,d imlv the most determined and 
The way is long and Svard, ht,v%i , ! r r / . msuch loftv heights is by 
resource! . - 1 m Via t he game ami react, res, and have 

tSSSBS^SSSSSSi w m IS «™ “ 

nS Wt Mh,p.^ 1 V hC.,bH™^ 

is easy to Had even if you don iknt ■ swamped a ireas- 

command which moves y ou to wa id S a. OneC y OU uav e ^ ^ The 

ureJlsp 0 ta$*l* transferred to you, ^ ^ | im p L . t iby the amount 

number of treasures you can ar e players. The 

you can carry! The -«J»^gg^S 5 S&^S * «•« 
more points you SCpre, the his ■ e ,j lt . t«uerabl« are you 

points you are worth if killed m a u mill open for 

lo win any enulhat in which yon <s v several levels by 

S, ww .Ui 

liiingingaboLi! you. demise, so all "h ' | ^ nwrt3 |,p ro0 |i 

on their guard, excepting wi/ s - " ' mCC |,£. !n jr able to use 

The higher your level, ‘^^^SthXXoneand^ 

ultimate (tower l 


I 1 . 


) 


A 




MUD LC>r,-ON SESSION . . , 


-• 


Here's a sample pnni-mir from a 
recoil logging -cm. Thi^i is whill 
ynull actually s?v coming up on 
ytmr VDU if you dial into 
MUD . p a 

1) OK boys and girls - you're 
there. This ii what you see when 
you've entered the game. Type 
GUEST and PROSPECT tor 
Account ID and Password it you're 
just having a trial run. Otherwise 
enter the number and password 
supplied wiih your MUD Suarser 
Pack. Always change your pass- 
word if you're togging on for ihe 
first time- just lor safety's sake. 

2} Next follows a brief summary of 
relevant news about the current 
stajus of the gjanne . . . *j 
\\ And now the command menu. 
The Posi Office enables players io 
leave mnil for each other. The 
Town Crier doles out news. You 
can check previous notices by 
pressing or examine your 
account (to w how many credits 
you've gos left) by hitting 6. II 
you've got an flO column nr ecu 
you may wish tn hit 8. And enler- 
ing 2 gels you Into ihe game . . . 

4) The Wj 7 h using a Pew account, 
so there arc nti previous personae ' 
available. Had I played before on 
this accuu n 1 1 wo u U1 be a ble i o pkk 
up where 1 left ol! with one of my 
previously createtUbar^Ciers . . . 

5) As ti is, I'll make lor the big tone 
-MAMMOTH! 

6) 10% id MUD plrjym are 
women. But ihere are a kil n) 
female diaracters in the game. 
Urn hi min . . . Someone, some- 

A - 1 ' 's • /' - ®f r '/^ ,v J®' " *•:« m 


where, is/Ti happy with ihe way 
God made them!! 1 Ihtnk 111 stay 

male , -iMm :* . i- I 

The first lixahbn. tritaci ihe Tea 
Room isn't really part of the game 
i l self — TTs more of a Tcnninus" 
frdin where you- can enicr the 
Land, Sometimes is's nice just to 
sit here and waidi pct^ple arriving 
- if your phone bill can stand it! 

8) Ah well t . . Guess I've gol tn 
stian ikying some lime. 

The WHO command idJs me 
who’s playing at the niomeni, Df 
course it doesn't tell me where 
they are - finding them is another 
matter altogether, Ol course 3. may 
not WANT to find ihemt 

10) Nolice how my command SIP. 
TEA is broken up by art incoming 
message from ihe program. li'ssilil, 
processed in the normal way. atid 
there arc ways of stopping thb sm i 
of inicrnipiion if you warn to. Par- 
taker, by the way, U calling out in 
the hope that someone will give 
him a 'glow' by magic (Se: a source 
of light). 

11) 1 bravely move NORTH 
having sipped my lea. No Lea, no 
exit [ruin the tea room. And hav- 


f 


iilg dime ihflt . 
12) I'm iu the 


Ij I'm in ihe LAND! Dumped at 
by ihe program into $ random 
location, scj shat each lime you 
play you kick off somewhere till - 


faint 

I An<3 7My HoJ Biggies! ^eerr^ 
I i ke t here 1 s a da msei in diste ess out 
there! ^halUsahy fortbdmi rescue 
her, only to find that she p s a. male 
player in disguise! Eeeek! t Some- 
how don t think il'U be long helm c 
1 si.irt screaming for URLP roof 
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fsTlMll mill 

HD ipesiaTi ft-irt-e-d 22-FEU- L9B1 2CMCi-l^ 4 * 
3aE.?rpF*5«E J-FEU 19 Tft L -S’ ^2.^6 

[ur abase -LceaLed i 5 ^ PEE' 1 9 6 T 12: III : it . n c 
Tjpe QUIT to abort, loqi n, 

Accbiirt Lfrr 1 4 [it a- r your lb nunbec hVEfrl 
PifllWPTrf; | mier y l>u i pifltlWOid ► 
ill 




»» tttLCOftE TC TbE 


Wti3LD UY 


DOLTNI: 7*iu[adty r 19 


hVJ EH 

P4t.fL.ary iy&7 


+ **■ + 

i 5? 


Tht H'Jblsfit tliBbfir itfQlcel is 3 1 -fit El 
ilh Li you unm to ordei a nua 4 ".a rt^r 
, fli;fc Of ErtdltPn Crodl t4 7_ k an.ajSS rjp 
?4gghr dttiCtly Erofp fORUH ‘-Lin 4 
STiflct card. 

1 n-fJ -3a i. f: shiuuLG dvpt'it beBfflEICW 
the HHtrererdlj fhtisa 
rrfisure- and ftiOBLl*fl r 4JWS H4flH j a 
el Art of things yo« 11 liaue to find EOI 
, , r fit I v?fl . Kny c:arnes a tv a. tt f 0] 1"^* = 

" m r * v \ ri«j i rii cttlil* Ti PI t h- Pf t he 
jaJIkoit eh4pg* Ylth flic b reset,. Mfbte 
rt^tLlLLn-l 4 pansn.Ee tb the LtilftAfl*, 

Mfifc cdfibi-j i t t he iihiELt. 



P £ r 

Y.py ace on the ban* $» t ->*eg d-in-iec bOfl 
rfl|ndti , tt*yo?1d th^rr to the taa-t t.M 
Eiver gf»s' upper ^Lbiind^ to th» ifc 

MflT.ir.M 4 t pu r -- of. sight* an-d yi?ci £*a 
beat j thunder i rig 4S fli falling rfitei 
iron this direct LOO, "$ thf siogth B4U 
be Bfeftll (and npalledEF k EubLtfcg 9w*»pi 
4S1d fl&UtN*#!E it? e Ena! '. pofld^y 
Aiiinm tht ye-DwO.iiuh i ■? hfE*. 
vichnii che VO-luptMOy.* miiifh te Jifec* 

Li i bun th4 irch-WlEiEii in (*erf. 

TaLSai the sjperJunnine sfi h*r+ 

■carry trig tfo* 4n* P the St*y9 P thi , 
ujirfvtj the A'd L e f j h the &E4n^^ and the 
■ 


tailor 
peck L-sh r 
*"v|nar h 


.-. a Vd 


thfl p.ypqTher0 2ine 
HwVTJtg th? 9 „ 

Bvre y-oi^ 

tying cen^tlngLy trt-lor» ypu 
ejipet Liiitg piece flt ^pcc'dient 
fl.4ibt\>eia r 

Aupom tt'B yefl<vonan h4£ ] ua i arrived. 

M, my ^ndL ace you Cc^h n cctdcn blfeu athMl? 

* 

Yi&hfld the ve>i uptuoua tfitdh eaya 
? N *" Blntr ' 



^OjyptiJPMS V3TCI; givftUa , 


O ; <J pr LiuJ □ 4ltflbl 

- ita nU€r 


aay& 


VLShhO 

* *by-Si “ 

m 

Viaitpu tl.o 

■* 

Vi oh AH lh« 

^ h-P H i i 
, * l HiV^hk 

Ehirt t b.# lipi.l ► LI tan? a ]jttfe tJ 
‘ihvwl Anythtfig *£* 1 : 1 ,* baefull 
* l p ry 

ypu are crtityinq tho r*Pi iaw+pq - 
h | tai -v I’dr p tlF# yin.# the nipper 
Btfid th,« top- ' : - 

fioubie gobble nm neb. bhii eh cbe^ chtv 
: Gti|.Pf »i*t was aatyn Pei BOfus n^vf-o 
Ml, x : 






on 



Au ior j the yetivonan 
*.p-Jfl th# top?' f 
' "JUI - JJMt 1, 


uat'e you i 


Fbn 1 1 JW VO ] apt uour. w 1 1 ch says, 1 Itt ? ' 

-lx li Tr V P^ J 
■r £ A bfl^ tha aioji-me sard tolLa you 'Type 
UttIT lif" 

■ i: >■ ■ i 


■ Ihe banshee 'o serman 
UMj^I Lt dfMB J.P th-Li 
fesfl ] t attach 


dges naif the 
d*tataett T nor 
low- 1 Eire 1 pe r hona n , 


I or the fiiiperh^roS 1,-fi payss 

I ^EJCtHA* thin VM^rj; fhiipt 


'£>ply & 

Hint SI non r 


4 E-. ‘a pUBfllblO 1 fih 1 ]ee f c L-n the dra>|01i 
x£<i r.u t V L MC > l hPMgh c-Tcpe naive , 

- i ]£ jJiprt iuc EK i T£ . 


n jugL prtivad, 

f . ; . 

74 1 L u E tb* BUpO V hf? r ;:<] nf . s ay i 
help ia he*dad vith 


VLt.h;i' J i he VOliJE'ity^ua ■- L CJ1 llJUgfii. 

chm*rip| 

8* Vou are no 
V D.! a cd ceil 


iL-r.fjer fuj.Luw.ng Si than 
a puknte tjii# gilt. 


the ,i tcii-wLsji d. 


■Ctopfiip 

fSttatveo* . aa+Syou later^ 
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lagged «Uit at 22-Prft-19tT 21;G4-ii,07 
Mot cfl.3 rtkurhsd ta nod* VAJfJt: 


s'^ipri heroine 

y?: :*■ 

“W 


has Ty at 



for .i d<Ecc ipt i*o 






^SeK Opt ion i 
'dAKhatratPE 

nV.'fl ' fun. .... 


T*4J-. i TfOC l 

w * H r JSE- LTP ■*** 

?tni| gpt iorm : 

I - fist end Lug.JiJt- 
, - sedi^play the he r-O , 
i - inter ths Land* 

I - POST Gmoe/Selocin bar, 
f 0 V*=.l 0 1*4! O |W»C (1'uMai C t i* £ , I 
| -■ PreVieuE nOt-iC-ee. 
i - sjdmfle yogr accomnt. 

1 - SpflOill not Le*. -i 
«■ Spersfy ter®ipai type, 
ft-* Etan^e j ccuu n 1 1 # . 
tn nrdef cradit&f Uaa option i and 
BIW* th*[* r cbanq* ba^tb* to tbe 
snap- with a /a cofemiivd, 
iftieb bptfen d& you Enquire !L Mr li*tl7 
iEMt i.i, d vaii.it 

l S3 l ill on 9/0/fl *t CdiODiUd- 

lUTienf tffdit naiJance 1= 5G.0. b*fi?t 
rt ret vat ns 22/2.-' fl-7 -at 2dj2 9:d9> 

Qjrccrt cSiacgt r At 4 ia 5.00 
er^diti/hoai . ?*rsonfl* ivillitli ar* 
■'-■Hcn.p'** , 

>1 Pl*a£« chance year pesuwoca. Type 
/P et tb* ■** pcompi . + - 
5 ay nbat neire ahall I call yov? Hsrnoth 
IE Stating r,*u pi^r&?no, ¥041? d* you 

«|jh to b«7 [Tela 
fl iuaet'nari ceeraort. 

T.ua cEhi'j iiHfto: per Led i O'Wi La vh«F* 
ill kUD advent ores afe*rt r Ttf oxpoEed, 
ftifc 04-ani fllltf *Olff J ve i vet-cove red 
J'J mi tor* pravide jt with the ideal 
abEDBpneTt in which tfl celak. ba-for* 
vszvjrzh-T Out ir,tO that jeifllig*t 
Tinaleea fas. in. h »*na* o(f d*cency end 
OK-Cru* pr-PvailEi ar.d a fee-1 ing bE 
.'. ir.nbcp wtth cSiose Uil*> Ilk* yOM P tBCk 
tbii: den 1 1 n j in The Lend, Hbon yon 
IE# isiltably cc7ipci04<l r y®u nray enter 
IhJ' qeeaiLQ by ELe-pp^ng th cough an 

stoning to tir® -north r ho^*var P y^o act 
-ilcuse l o at ay b etf i^r l®ng a = 
yw iLitj aipplrq tea .ip-fl w Etching the 
werLd go sy, 
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MU1> MOBILES! 

i •!„' Ln MUD-jpeakiiacompUl,'- f ^ a , nt ,n vent ion 

Co«ar*cc anO a JlffOTllsl charattu ««F T ritfwht-re- 

g^ss^SStSSm *¥ “ ,l, “"' 11 

SB2SISSSW -gsssfSSJiSJ i&wM, 

Beware - moinkes J. if ihat mtibik stfltts to ^ 1 ‘ M " 
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pO wer to "^^ ,e in&nlttii^ ill 


wcesT>v bil loo 


<M1JD COMMANDS 




hat 3 -d ci iUrV;4 Me tnls 


-+ fhacgLng 
ttcvoant. t- 

11 ■"Tin 

! rapuy the fHOL#CtOE 
ftHili the nectcma.nc*r 
Itimm. ihn hero 
tfintermitn the 3uc:ic£f£i 
tsl jbr the au];:^i hero-Lne 
Israca 

v shnu the vitnirb 

Pictihec 

Ktaintri 


m 1>v wuDi 

COMMAND 

I- Qo<da i ftLK»ri> 

Dlb3|f 

\ FOLLOW -eticaiu^^ 

Gei <Esbi£ct> 

CLvt <objccL>^ BrtEUT( 

HIT 


S=: m 




* - 




'.□ . i" 1 h, 


te«rcnpPr *h> 
night help ' 

■" i: 


KILL in che Eiisabetlirn 
Icy a l f?|H n cl H-i'-pit L v P . 1 1 
72 j>l-90*a... 

4 di m c E 

^ Hju vnsce : n the diBtahO* fl hOM E P 

':lcw Eve p4/ty^*]' p IA-B lB* ?r-“- 

4 u 

tim ii4teh tM wo rid -ga ^y. 

( fee an** n*v«d *ri 1> . 

f.r y soil it through Ik* flpentfif* yeHt 
i«om Jnwiitwd Ln J- f r g^i .earner 
Mil , thb ilitai?etk*4i t*arofi» Ead*P 
hHtJy auiy, _nd MiguAr 
LK- 2 A to E^-m aioufld yog. Tb« i r 
natiiee* be^Oftfl »or* dm- fined, tbeir 
■rolOUIB s^.CQ'iq , :: 1 Jlfid the mt". 

ihina dot in Lb pale* wiapfr Mfii^b 
gradually liLsjpefl-e tuy tb noth’^gnei S 


^iSi‘®c¥St?V‘"’ 1 ’** 


:-W- 





Cliff 
Of 4 

Tr-ire l* 4 dariOIHfLU a Oil If 
EjsEied , L*V€f&' Ivap* *■ 


tract ■ 
r.be y?ac 


iftVtfrtMy 

InveimKY y, 

Ijjp <jrrcirtyfe> <» Tl l ekl 

LEVELS 

l_.oi.it 

Lu«k 

Lcxi4L<eteAitlre> 

L tH3 k<TWrtt> 

<ereaiMD;><^ T ' ri ^ > 

ptTT < | 0*H 1,Airu " 

mM vn «***> <Ml1,1llricr> 

5C#r 

STl-iL <i ^ j: ( Kl L ' 5 

sLrmy.-' 


liLCTS a ,. 
wtidi £^1^ \ k ' J Vf 




TjR a £<oL?|i;tS> 

W M O 


'Wit* " " s , h| J 1 1 Jid n n] 
tL JCJHANK LM jr , ■ > - v4f s f veU art- 1 

I E VtLS (s*ys l " c 5 

i idt^Tib^yjurrncim) 

L7WOUSE uieweribes 

rCTEAltMri^rtetl^ 

\ t i k ' HI Till. HE* wni w 

PUT STRAW IN BOX 

Slf&«| WSC« lr,,m 

SC S*« i rtsM«w «* ^J.F™ !na> 

kh'HEl.Pr<Pn«s^^ 1 ,1J|L 

^weMEONE'Sm^ ; *?if 

:^^5i rllw „ht jk m l utwvfluMil 

USE AXt ^ U v?> ■ 1 Lr 

WHO Mi.imi N aH rt-nM ( Uv 


the dlstm-c^ sh-ont* 'help I 


With a little help 
from my friends . - * 

Here ■*- a sample bit of h^raciUm 
from the game. Tailor ihe 
Super heroine is obviously a 
decent sort oi tTiap ... or cnap- 
pess. You can t t>e sute r of 
course . , . 

1) Hmmm . , . Quite a little parly 
oi us here. Simon the Arch-Wizard 
is keeping an eye on me. 

2} S p m starving^ lUsy.UUpm hi the 
Real World and E'tn enjoying 
myself so much I s ve forgolten 
about supper I: 

T) Comments in quotes can be 
heard by everyone in the room- 
4) Hmmm , T , I think there may 
be same thing a bom This (ood I 
don't know about! 

I tried to type [NVENT for 
INVENTORY; bui at leasl MUD has 
a sense of humour, 

6) Anns her split input . 

7 \ Simon seems to be trying to tell 
me something! 

ft) 34 points !1 And al! t did was 
stand there and get given things. 
<5od bless these generous MUD- 
ders! 

9( Rack to ihe real world. En fart, 
when you actually play, Y ou £ v 
through the command menu 
before reaching this Mage, so you 
can leave messages, inspect your 
account etc. before lugging off. 

Nest mouth - more IVlUGging. 
more Tips, mure every- 
thing i * i 

We r ve been a bit pushed for 
space in this month's issue* but 
the Wl* felt that the space 
devoted to MUD was well 
worth while lor the many 
readers who don't have mod- 
ems but might like to know 
what on-line games can after 

Nest month we'll continue 
with a look at Shades and some 
of the other topics we haven't 
had time to cover*, such as inde- 
pendent MUGv a brief that 
with Pete Austin on the sub- 
ject of the long-awaited but 
sadly postponed Level 9 MUG* 
and of course your letters, tips, 
and news* 

Don't forget that the VYl/ l l . 
be contacted t /u ZzapEM, or by 
modem on BTCitjldfB:JNLZ5 L 
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Zzizz . . . , Heroes of KsnvTwin 
Kingdom Valiev 

David Sutherland, 54 Wen- 
dover Road, t Ilham, London 
SE9 GPB or 01 3 1* 3195 after 
6pm 


(Pi 5 only) 

Andrew Blackman, 111 Ashen 
Drive, Dart ford, Kent DAI 1LY 
Tel: 0122 76887 5. 10-8. 10 |>m 


Dungeon Adventure, Lord of ihe 
Rings. Quest for the Holy Grail. 
Hampstead, Lords of Time* Inca 
Curse. Espionage Island, Planet of 
Death 

David Lemon, II 4 Norton Plate, 
Dunfermline, Fife K Y 1 1 4RH 
Tel: 0383 728153 after 6pm 
Mon-Frl 


wm ||] 

Zork L IL ill, Adventurelaiid, 
Dangermouse In RFC.Fiar- 
tfr bound, The S I dm, Marie 
Celeste, T enp d e o [ I tr r ror, Va Ikyri e 
17, Temple ol Varan, Mask of the 
Sun, Lends of Tim e^ Dallas Quest, 
Infidel, Mystery M unroe Manor. 
Gremlins. Supergran, PfanetfaJI, 
Ulysses. Blade of Black poole, Seas- 
taller, Hi I eh Hikers, Ultima III. 
Search for King Solomons Miras, 
Skull Island, Murder on the 
Waterfront, Suspended. Cutth- 
roats, Sorcerer. Enchanter* Ninja, 
Stranded, Hulk, Minds ha dow, 
Lord of the Rings, Siarcross, Sub- 
Sunk. Worm in Paradise, 
Hampstead- Classic Adventure* 
Colossi Cave, Terromofrnos, 
Robin of Sherwtiodj Sherlock. 

Clay morgue Castle, Emerald Isle, 


livery so oh ext in an adventurer's 
life comes a moment of everlasting 


g I o ry , Whet her it r s becau se you "■ ve Road, Shirley r Soli hu It, Blrm 
just bem* carried shoulder-high 
1 1 trough Middie Earth, emerged 
unscathed From ihe Underground 
Empire, or completed your 1 000th 
game, there's only one true means 
of celebrating youi success - 
become one of the Legendary 
Clever Contacts, 

y Write to the Wiz with the names 
uf the games you've solved and 
you i Full contact details, You can 
include a phone number if you 
wish, but remember Lhat you may 
receive many calls - so check 1 1 ~st 
with other mexitbcrs of your 
huusehS^I (£ 

11 you [ re getting in touch with 
One of [he Clever Contacts, make 
Sure that you enclose an SAE or — 

If you're phoning - keep the euxi- 
t.aa. to a reasonable hour. These 
heroes and heroines are doing a 
good job - don't abuse them, and 
they’d reward you with much use- 
ful advice. 


Ultima IV, 7o rk n, Suspended, 
Pirate Adventure, Voodoo Castle, 
Critical Mass, Wizard and the prin - 
cess, Mission Asteroid, Mummy's 
Curse. Mission Impossible. Robin 
of Sherwood, Masquerade 
Derek Wong, 42 Ingram Hoad, 
Thornton Heath, Surrey CR4 
SE8 


Leather Goddesses ol Phobos link 
III, Terrormolinos, Never Ending 
Story, Heroes ul Karn. Mission 1, 
Gremlins. Robin of Sherwood 

Ron McKenzie, 3 SlIvtTstream, 
Freysfrop, Haverfordwest, 
Dyfed SA61 2SN 


Hampstead, Sherlock, Bored of the 
Rings. Boggil, Fantastic Four, Lord 
of the Khigs/rerrormxjlinos. Castle 
of Terror, Mordens Quest, 


Pi rale Adventure, Circus] Zzzz, 
Termrmolinns, Subsunk, The Sor- 
cerorof Qay morgue Castle- Quesi 
Of Menavid. The Hobbit 

Danny Dinneen, 

12 Bishops court Way, Wilton, 
Cork, Republic nf Ireland 


Advent inland, SubSunk. Heroes 
of Karn, Empire of Karn. Mini roe 
Manor, Hacker, Classic Adven- 
ture. All early Infocom titles . . . 

Chris Flemings 235 Meola 
Rond, Pt Chev^ Auckland, N 
Zealand, Tel: 867074 


Wizard of Akyrz. h Return to Eden, 
Red Moon, Never-ending Story, 
Escape From Pulsar 7, E'erseusand 
Andromeda, Golden Baton, Bored 
of [he Rings, Empire of Karri, Ket 
k Feasibility Experiment, Ludfefs 
Realm, Pilgrim, Secret Mission. 
Treasure Island, Wtalibnnger, Cir- 
cus, Arrow of Heath L Fr2,Ten Lit- 
tle Indians. Ring of Power. Quest 
for Holy Grail, Kcnlilla . , „ (More 
next issue! ) 

Margin Stuckey, 14 Maranipo 
St, Marayong. NSW 2148, 
Australia 


Leather Goddesses, Ballyhoo, 
Enchanter. Sorcerer Spdlbreaker. 
Wishbringer, HitchHikers, Seas- 
talker, Quest probe 11 L Hulk, 
Spiderman, Exodus Ultimo 111. 
Ultima IV, Return to Erie n. Worm 
in Paradise. Red Moon, Colossal 
Adventure, Dungeon Adventure, 
Sorcerer of Clay morgue Castle, 
Heroes of Karn,, Perseus and 
Andromeda, Nine Princes in 
Amber, Gremlins 
Guy Thomas, 17 Borstal Hilt, 
Whit stable, Kent CT5 4JMA Tel: 
(0227) 274846 

Voodoo Castle, Heroes of Kam, 
Pirate Adventure, Ten Little 
Indians, HobbiL Losl City, Grem- 
lins, Wizard of Akyrx, Questdor ( he 
Holy Grail, Zim Sala bltn, Island 
Adventure, Castle Draeula 
Pd lit Flanagan, 6 Carry, Bcl- 
ieek, Co Fermanagh, N Ireland 
TeJ: 036565 594 


Hulk* Spider man, Voodoo Castle 
Hobbit, IN rale Adventure, Merry 
Christmas, Robin of Sherwood, 
Price of Magik, Lord of the Kings 

Nigel Leather, 45 Morel on 
Street, Wfrtnmgtcm, Norlh- 
wlch r Cheshire CWS 4DH Tel: 
0606 781028 


The Golden Baton, Worm In 
Paradise, Hobbit, Fourth Protocol 
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Announcing the launch of 






Life's a trial for your humble 
Comps Minion, it's a continuous 
chore of making tea and coffee for 
the Splky-Harred Ones, running 
errands, or wading through a 
mountain of mail, sorting out 
entries for the ever-so-popgiar 
Z2AP! competitions. There must 
be more excitement some- 
where . . , 

1 1 ve always fancied tryi ng out my 
skills on one of those huge 
bulldozers. I'd enjoy demolishing 
a derelict building or doing a spot 
of traiiblazing, perhaps clearing 
the path for a new motorway 
alongside ZZAP! Towers,. That 
woutd be a lot of fun, especially if 
the Spiky-Haired Ones got in the 
way. Just thinking about it cheers 
my day no end. 

Talking of bulldozers, those 
clever people at CRL have pro- 
duced a new game which revolves 
around the adventure of a 
Spaeedozer driver. Apparently in 
the not too distant future, space is 
going to become as littered as 
Earth and there’ll be plenty of work 
(or Spaeedozer drivers. Scuttling 
hither and thither through the Milky 
Way they'll be responsible for 
clearing pathways through untidy 
asteroids and general space 
debris. 


The game sets you at the con- 
trols of one of these Spocedozers 
and one day you are hard at work 
clearing another path through 
space when suddenly an invading 
fleet of spaceships appears, hell- 
bent on a total takeover of Mother 
Earth, There's no lime to go for 
help; instead you have got to face 
up to their deadly weaponry, 
armed only with a massive 
Spaeedozer, quick reactions and 
your wits. 

Being the kind people they are, 
CRL have decided to give away 
some neat prizes in this Spot The 
Difference competition: a huge 
model of a spaceshi pwiligotoone 
lucky ZZAP! reader and a couple 
of smaller models are available for 
two runners up. In addition, a 
further 50 entrants will win a copy 
of CRL' s latest game based on the 
adventures of a Spaeedozer 
driver, entitled Death or Glory. All 
you have to do is study the two 
pictures of a Spaeedozer at work 
and circle the differences on pic- 
ture 8, Fill in the form, and send 
your entry to ZZAP! DEATH OR 
GLORY, ZZAP! Towers. PO Box 
10, LUDLOW, Shropshire SYS 
IDS, Make sure it arrives before 
the 9th of April, 'cos that's when I'll 
be nfflmg through your entries. 




NAME 

ADDRESS 


POST CODE 


a 

i 


■ 








MMJ51MED 

FiwOjfce 

1st Rhh. Ad«nce Works, 

Htiby, MdiNnpq 



By Stavros Fasouias 

Cassette £ 9.99 
Disk £14.99 














Test dive one for yourself 


"The undisputed champion of US 
games houses H " 

Your Computer Nov. 19W 


CBM 64/128 £ 9, 99 C 4.99 disk 

IBM £ 24.99 disk 

Atari ST £ 24.99 disk 


The time: 3400 hours. Sowwfcvt in the farific. You're it the 
helm, commanding the greater concentration of firepower 
wr pm m a lightweight fighter the deadly 


Fincher Cto Destroyer. You’ve embarked on the first sirauhtkm 
chat ictuitly ctmbin« the iflintale, largescakamegy of rargamiog 
with the intensity of k nous. cyebah to cyeNdJ action". This Time you're 
right in ibe middle of it aD . You knew ii wouldn't 
jF « pretty, hut how tough ccmJd j| be in rescue a 

f 1 *™«! pilot? It sure seemed i Lot easier ihan 

y| L > TilwUing island*, e^riingicoinw or 

lOf , tad ^ O'vmto&Llm 

L ^ now look what ttm’ir 

■F MP' got. Th irtoed 


hilty-operatioMi, earburstircE bonkutaunuto w^rry about, aU 
armed to ihe gills. Not to mention radaj. Navigation. Sonif, 

And half tile Japanese Elat erawlmp up yoar spine, 

Time in make some tactical I decisions, 

'^Ui it he the twin 40mm Bcrfors jnii-aucrift pins? [ h the 5 T 
teaclspcwrs aft? Dephihairgesortorpedos? Autopilot or 


guis? Am choice could be youi East, so mike it good. 

CBM64/128 £14.99 disk 

IBM £ 24.99 diskV 







Hat, Hat it's where it's at, it's trendier than a cat. Hat . 



WE ATSHHm/CAPS/B' NDEBS 

Ida VAT, 

n dOW«W»'P leaSC 

boxM- Sfa(e Size Si_iA/fO tD 

gsaaasw- 

"IsSiSKS^ 


8 R 5 *iB? 2 £S 

Continental Europe # 

SS incite P»- 

□ Please send me , . ■ 

□ please send me , - 

□ please send me . * 

□ please send me . ■ 

Name 

Address 


10, LUDLOW 
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THE NO 1 
REPAIR CENTRE 
inthe U 
OTHERS f 

follow A 


trade supplied 

FROM STOCK* 


THE DISEASE ■■ Tape Loading Problems 

THE CUBE - Our Exclusive Data -recorder Modification Package 


PERMANENT Ht AQ ALIGNMENT ADJUSTING KNOB 
CAUtl RA I EP SEAlf 
INTERNAL SPEAKER FITTED 


* Head align me ru eas-iFy adjusted to cteerest data signal 

* Calibrated scale for keeping a record of loading 


coct rr 

mpi !TPP OCDQi 

IOC 

1 1 iDi Lb 

'ih Ulu\ i\t-rni 

Kj 


COMMODORE 64 REPAIRED FOR ONLY £35.00 including POST S 
PACKING • PARTS - INSURANCE - NO HIDDEN EXTRAS! 


I 


Are you fed up waning weeks for 
your computer ta tie repa ired 
well w?FT no longer, we repairs 
commodores sai^e day. We also 
do com 16 , wc 20, 1541 Disk 
drives, plus 4 , or you can order 
the Replacement CNps from our 
o.l. ¥ section 


*■ While vqu wait repair service. 

* 3 month written guarantee on all 
repair; 

* mtefnatiDnai Repair company, we 
repair computers From all over the 
world 

* Alt compiicer; sene Mali order turned 
around m 24 im. 


it Most ComTnodoffSrfiOai red 
within thr. 

* All Micros insured for rei 

it over E: year; experience 
computers. 

it AH computers fully tested 

* Power supplies fully tested 
W ROB output fully tested 




pt T j ^ ^ ** T ^ m Y i ^ | I 

LvliiteifeitoAtf/atMilil 


Telephone: Glossop (STD 04574) 66555/6776 1 
140 High Sf. West. Glossop, Derbyshire, England 


wws-us 25.00 Power supply 

901226-01 23 00 Units 29,00 

ah prices include V.A.T., please ADD £i.5£> to cover 
P & P and handling costs, insurance. 


c Copyright Vlcfeovault Ltd. No. 151005 


"LOAD-IT" "LOAD-IT' 

ATTENTION DATA-BECOHDEB OWNERS 


CSM RECORDER 

* Programs fail to load rF (he hnad does not read th« tape corrected 

* &y simply 3d|U&iing the head slightly all programs will load! 

* Loading problems are caused by variations m alignment oF data on tape 

''LOAD-IT" GIVES YOU: 

W Ait hff" ii.-nl tun] Thr-ni, mh m jar infill u liTiurl « iftjSsiJr.cn- 


puBHiiar?. i— 

* Achr&vps. 100% success Gvon on poorly r&corded f i □ qc 

programs c . i Si- 515 / 

* Guaranteed for life of data-regorder . S 7 

* Approved bv data- recorder mflfiufactUf^s. -s rastAOO X 

* Recommended by losing softwar& houses. jT* ^ ^ X 

* Does noi affect any guarantees on computer, 

* 3-doy EGfvice from receipt of ordor ^ 

* Due to popular demand a D I Y. kn is available 

w All you need a soldering iron (required for CBM only), t* QJ.Y. HITS < 

* A srnalF file and common sense y i 2 

* Easy to follow instruct ions are supplied c ^ 

* CBM (fata- recorder ktt, only f9 95 irtc. post and packana £ i7,JS -cl 

* SPECTRUM 48K/12B+2 D.I.Y. Ml. only f? 75 Inc poatZp 4rickjdes p J 

and package [no speaker requirecff. ^LA^VVVV^^ 

LOAD IT IS a registered trade name Copyright ©19&6 Patent Pending 
0629660 T rade enquiries welcome Franchise scheme available m selected 
a rea a Britain and overseas 


5£ND ¥QUR DATA* RECORDER SECURELV PACKED TO. Tai: 02 1 745 ^0 
“IOAO lj" , 35 Stratton fload, Shfrl*y. B&ftFvull, Watt Midland B90 2R7L 

□ i Lmcloifl rtiy CBM data- recorder find lor £ 19 9S ioc 

] P I ¥ k*t, CBM t f! ■QS □ D I.Y. |J| for Any data -recorder E7.75 

v Tick as appropriate 

Name . . 

Address 


PcisifiJ Hjode 

«¥ Camptrtu is CBM 1 B/CB M BM WD^-CBM Ilfl/SPfCTftlM U|U124*Z 


APPOINTMENTS 

SOFTWARE CONTRACT 
— CO-ORDINATORS 

Ac luas; two talented pnriivkFu&Ss are sought 10 fill new positrons 
within the company. 

Initially rEsponsLble brp^ordrfHtldn of compact programm^rt and 
iiai^inq wilb pragtarTirrflng tiauses, activities w«i I include: 

1 Contract negotiation 

2 Drawing up software spec if teat ion* 

3 Product evaluation 

4 Liaising with graphics and music arfbts 

5 Talent spatting 

G Project scheduling 

Previous Experience is nai as important asserting emotive instincts 
and willingness to adapt to fiTid adapt ths administrative 
procedures Currently in place. 

Successful applicants will probably be 22 years pu.s ernd haw a 
games programming background On offer is a fn-st class salary and 
bonus package, and Ehe oppori unity So a-dvanre In & friendly 
en v itdn men! , within am Oxpsnding company 

Thfil company's Software Manager will be sppomEcd in due course 
Irom Itie Contract Cd-ordinatqrs, 

For further tniurmsttOft OQfltacl: 

Steve Wilcox 

Elite Systems Ltd. 

Anchor HouSfl.. Anchor Road, AlUridge, Walsall, Whs? Midlands 
Telephone' (0322? 6&B52 
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THE SCORELORD’S 
HIGH-SCORING HEROES 




19*2 {Elite | 

754,300 James VVMvwSrih, Uldhriflft. Lancs 

180.750 tiryi'i Mai*, Oswestry. Shffjpflhifft 
lfi5 -BOG Sieve Lee, Guildford, Surrey 

ALLEYKAT(HtWtori) 

6,7lfl, 75fljihn Machetf, Reigale, Surrey 

6,052,500 J Bolton, Oldbury. W Midi 
5, i 19,950 sain Reddick . Klrfcaidy IP ife 

ANTIRPAD | Pa lace Sofwai e) 

Game dorr® lei A3 in 
J 04 mini 0 Ashweif., QftkJock, Haris 
4 35 mins Ged Keaueney, Hgdderelield W 
Yorks 

4 40 mins Nv Evans, Salisbury W ms 

ACE ;Castade| 

83,313 M W& Itflm Abbey, Kim 

42,560 Mark JefWy, D UW 1 1 . 1 , W Ausfralia 
2li, AGO John Dayle, Kilmambch Ayrshire 

avenger (GremttnOrnphbcsj 

iMBfe Kanm Bnval-, London SWT7 
100% Jamie Pdlon, DdwilbU. Dundee 
a Cooper Sedcjley. w Mi® 

6ULLDOG {Gram I in Graphics) 

903, too S% art i: vans, SbnrWsBury S^op- 

3*we 

820.800 Ju?ian Rignafl, ZZAP 1 Towers 
G05.4Q0 A StCPUfbriSdg&, W Mids 

BREAK THF1U (US Gold) 

130.050 Paul Gibson, Sunderland. Tyne and 
Wear 

H i 900 Gary Rice, Goi Chester, 

91050 Peter Shields, Brighton 

CAULDRON IP (Paine*) 

1.500,550- Clift Nobresa, St He -er, Jersey 

153.750 John Ruyndlds, Oukfofd. C i^ Ordgy 
137.400 Sh*yn Russell, Sh*kJon, Co Durham 

CRYSTAL CASTLES [US Galdl 

SFT.ES 1 ? Juhan RignaH, ZZAP 1 Towers 
$45,200 Nit^s t anther. Nnhhwr^h Ch*5-hire 
551,976 DeneQandge, K-ngswaoc. W M ds 

COBRA (Octroi 

42.600 Sebastian CoopEr Hornchurch , E $sk$ 

30.600 M Svend&ett* *5000 Koldlgg. Denmark 
Kl ’-DO Dflvirt McCulloch Downhe&d, Dundee 

DRAGON'S LAIR ISoftware Proiactsl 

33.740 Martin Coyio. cbflon, Notts 
37.5?0 Neil Edge , L ondyn SE2 
2B.057 Gary Turner S^indan, Wilts 

OAN DARE (Virgin) 

7 423.Sa*rikar Sahdevan, Lardon El 2 
7.297 Shaun Alcock, Tyldesley. Viinchostsr 
■5 fl? 1 Russel Flaherty. Liutirp&gi 1.14 

ENCOUNTER (Novegenl 

1.666.000 Anon. Cn&wu. Cheshire 

s .486,900 Ki-nnelPs ST#*wry Cramlingtoa N 
HuntbE 

1.135.500 Slephen IBIidgeor*. Wylhenshawu 
Manchester 

ESCAPE FROM SINGE'S CASTLE 
(Software Pr&joctsl 

45 . 37 b Sieve Bkxif. Nuneaton, WarKs 
24,351 J a/F+e Palon Qownlie'd Dundee 

HRELORD [Huwxq^ 

t43 e$ 0 DBme 1 Osbourne . Hornsea. N Humtis 
7 16 805 Damian Warn, Harrogate. W Yorks 
4t 090 Philip Brtx?krj. Crew9 Cheshire 

FUTURE KNIGHT (Gremlin Graphics) 

109.000 BUly Watson, Cardiff 

77.500 D a AshwiL New Brighton. W-ir;> 
fi6/4Cin Terry Newman. London SW ! 1 

FLOYD THE DROID 

f.970 Matthew Will sms. Yeovil, Sonwses 
&.040 S.'wn Shields, Canlerbury, Kent 
4.020 M J Leri tin, Rudcm-c^ Tnunc. SiaHs 

FIST II (Melbourne Huu^} 

1^20,000 Steven Guiilo^e, Oidham 

607.600 Andrew Gofkng, LOrjgredgd. L?me& 

596.000 Ali Kemwe' Gmlfftmcl, Surrey 


GAUNTLET [US Quid) 

MERLIN THE WIZARD 

3.33 1 ,491 Giviry Smilh, D^aingtiarn, Modolk 

2,540,903 Ged hEaveney, HuSdflf’sfheid, W 

Yorks 

1.143.437 Aheinr McN^iy, Pnsslwiek 

QUEBTOR THE Ei.F 

1,567,710 tkini^ Cfebu j jrn-?, HQffttej, N 

Kgmbs 

1.333,708 Sieves Matthews, Ponsmauiri, 

warns 

L0%,07&Wi!iram Bist. Fropme Somers 

THOR THE WARRIOR 

U 1 4. 1 00 Dari^i Osbourne, nor fi&ufi N 

Hymbs 

1.742.772 K Fa! r bru 1 "er, Sl^rj. efurd. Notts 
540.723 Gr-aurria SmilK Ljllfe&lokd Dnytu 

THYRA THE VALKYRIE 

1 ,600.01 7 Da^iol Qscaurr^e. HomSea. N 

Numbs 

1 ,04a s fi?0 J^nea Duffy. Coventry 

725.322 Carlo lar^co, St Allans, Herts 

GREEN BERET (Imagine) 

1 ,301 ,050 Mark Cunningham, Newtown 
Abbrjy, Crj .Anlrim 

l ,059 .E/0 MsrlrfVJori fOer.k, ShetfmkJ 

755.000 John White, Wiileffieto. Manchester 

MQN1 EiUVA'5 REWENGF (Dtttabyte) 

363.0 50 Jennifer Yales, Bqltoe, Lar^ci 
163 25Q Dcbcrah Yates. BuHdn, Lanes 

MERCENARY: THE SECOND CITY (Novb^ 

G<H1) 

7.942 .196dr Russell WaRadfi. DunuQghaire. 
Co Dublin: 

2.743,425cr Ian Robinson, LqndQii N I ? 

1 ,995.DOOcr Mary Maciadklan. Auklann B, 
New ZedUinc! 

MISSION AD {Odinl 

49.320 Mark Cm-li, 0tia x iwoad, Buur nEmoulh 
40 n?0 David B^rk ty. I nil ham. Mibd* 

26.555 Ah Kef swell, Guildfrxrl, Surrey 

NOMAD (OceanJ 

1 75,745 M J Lenlon, 0urtqn-on-Tfenl Staffs 
4.065 Ph'jl W*anft, Harrogate, N Yorks 
3.66$ Raul T udOr.Sttkirbridge. Pedmcre 

NINJA MASTER (Masterifoinic.| 

198.i60O Rotfcrt Fuller, Ojwnham Markel, 
Norloik 

109.870 Adem Smith, SlrePortf, MBhChester 
156.275 Wai Kwong Ho. Stanated Esseh 

SANK ION rrhaiftnlMiS) 

$17,000 Peter Williams Prejtm, Land^ 
405,610 Nictioiaa LfluviB Barsmgs^oke. Haris 
317.130 Chris C'tJbs. Rcdhill Surrd-y 

SUPER CYCLE [Ep yxFOS GoPdl 

250.200 Julian R gnnll ZZAP Towers 
? 4 1 360 AfiEhOriy I lylm. London W6 
242 243 Paul Campbell, Bangor , Co Down 

SKATE ROCK Rubble Gus) 

223 2RQ Stephen Bi.->or. Nuneaton Warks 
101 000 M Murray, Wakefield; W Yorks 

SC ARAB AE US JAnutasall} 

277,024 Robert Berry Fleelwrjod, I ancs 
273,744 Oouaias Clark. Carstairs Junclion, 

Lanark 

258 120 Luis Troyano Stockporl, Cnestiir^ 

SKY RUNNER (Cascndel 

$009,700 JcTrn CJoyle Kilmamocri. Ayrshire 
51MGOO Martin Dobson, Londor El 2 
£125.500 Pc.-ler Hulmu Bishop's Slorllord 
Herts 

5COQBY DOO (Elite) 

63.950 Paul Bond EJuunemoulb. PuolO 
56,900 lgn T'lery.. Lrv^pdOl LT6 
3?,250Grajerr*e Duldhj THlydrone, Aberdeen 

SABOTEUR jOUrtHJ 

ES01 ,700 Garelh Mitchell. Mirlield, W Y pries 
£395 .000 Ged and Jim . Hudders1i« fl , W Y orks 
^206.200 Adr^,"jn kiiig, ®wnndon,Wi® 

S TAP QUAKE {Rubble &u s| 

2S7.7&3 Nigul Troud. God almir^, Surrey 
?87 .1 40 Ovw Krtud&eu 5033 Fy lingsdiiidlj 
Norway 

273 .507 Pi«>r KjEHanoer. Slenunflsund, Swa- 
Cteh 


PAPER13QY (Tlilr) 

103,7)00 Davi Biriier Bedlpnt Mvld* 
■94.600 Richard Juslp, Linlehampton, W Sus- 

71 .300 Chris Mdaan Hei&by Chcfibirt! 

PANTHER (Mastertrufiic) 

200,940 Slave Lud. Guildrord. Surrey 

5 1 .200 P.=jijI Mor-gen, Hitchci, H 13 rift 
29,700 Roger Mad n. London W1 

PARA DM OlD (Hr:wfkfml 

364.200 Shajad iqhai, Bu*y, Lancs 
296.435 ddro-my Fuy, Tnng, Herts 

v 74, 7 1 0 jessamin^ Collage Wh ilchwch , 
Shropshire 

Pino POND NraaglmJ 

62,203 Graew« Dulcn, fi^ydrone, Aberdeen 
5 7.04D Ba ! riu H alien . Lawrence Weslon Bris- 
tol 

51.300 Anoq$h I achMii London WT 3 

PARALIA5C lOceanl 

1E>0,00OA: Ke^&well. Cuilr.ffdrd. Surrey 
78,400 Ac^rn Pracy, Newlon Flntman, Nor- 
wich 

66,460 J M anam a, Banslip e, Devon 

PARK PATROL [Fm ebird| 

1 54.380 Ga-ry Smith. Dersingham, NortoUf 
1 .^0.?7O Paul Godcfen p Got&imiog. Swr&y 
1 T 5.550 Gjwy Penn. Z/AP' Tewws 

RAGING BEAST | Firebird 

1 31 9® MirkGunninglwn. Newtown Abt»>y 
Co Antrim 

104.3/4 Poul EH is, Barnuhur&L, Kenl 
67,092 Msll^n-iw MmsbylL C*"e3t Dorr, Birm- 
ingham 


HERCULES (Alpha/Diiii^3| 

8* 5 .920 M s-QLav R arvag, 6770 Nordl i-urdeid 
Norway 

755.500 Robert HamphiB, Rcrft Glasgow 
£00,9 10 G Beddows. Rtgeley Staffs 

INTERNATIONAL KARATE ISystem 3|i 

03&,7t*O freter Hijnl Hook Horwts 

320,950 Ryan Kelly Glasgow 

310.000 Andrew Hardy, North Shields Tyne 
And Wear 

IRC iS ALPHA JLIamasoft! 

343.520 Colin RiKlIerh. NGyw&Od, Lur^s 
1 94 ,260 Jon Wood , Edgeware . M -bd* 

141 ,050 C Gorham, Bramtree, Essbk 

JACK THE NIPPER jCremlun Gr-aphiL$p 

100^5 Chins Wh-Le, Matlock. Derbywnre 
100% Mark Corr gar , Burnley, Lancs 
94 % Marc Hodge. EkH&y. N Ygrka 

JEEP COMMAND (Bug Byte) 

227,300 Marc H«3oe. Selby. N Y^ks 

149,800 Daysd Mintgn Gnstol 

12 5,240 David Burton, Stoke-an-Tfenl Biafts 

JAIL6REAK (Kondmi) 

1^,500 Paul Gib 7on, Bur.derland Tyne and 
Wear 

102.500 M^coim Rcdsem, Pneslofi. Lvics 

05.500 Marc- Hcidge, Selby, Ns Yorks. 

KORONI& RIFT (AdMMQfl) 

1 34.ggd Stephen Masflri, Stawnegg Hern 
120 730 Mark T urlolaro Blirlmg, Scotland 
35.430 Calm Burroughs, IpswKrh. Suflolk 

KNIGHT GAMES (English Software) 

TOTAL. 

0^.545 Simon WiIcok, ip&wiCh , Sulhjl^ 
66.700 Prs-ler Collins, Colcheelef, 

05,510 AJex Ca&s«ly. Kirkm5i*ioch 

KNUCKLE BUSTERS (MftilMUfTH HOuSef 

4,900 Thea Wlliiarw^, ipodon N4 

3.600 Mai Walker. Kings Lynr, Lines 

2.600 Gary Smlsh, ttef^m^THirn NorTelk 

LEADER BOARD TUS Go4df 

NOVICE 

-26 Paul Bar nnh , F faaartourgh. Abenteenshiii 
-24 Vidor Gordon Cd Armagh, N Ireand 
-24 Vitk Gray, DgwhUead Park. Milan 
Kcynr.-* 

AMATEUR 

-23 Paul Allan., Aberdeen 

-22 Vh&i food . London SW* l 

-22 Trevor Lacey B aenplwy^ Dyled 

PROF ESSlONAl 
-24 Paul Allan, Abei oeen 
21 loin McKee, DihgwalL Pass-shne 
■ i& A J Lowery, Ohoriey. L^iocs 

LAW OF THE WEST |US Gotd) 

0.650 Sven Kisrstad 6017 Aedtrarda, Nor- 
way 

7,037 i.&e Smith, Biingham Cleveirinu 
7.*i55 Graerr’e Dutch , fillydrome. Aberdeefn 


LIGHT FORCE 1FTL] 

045.100 Chralian Rowe, J esmnrvd , Newcas- 
tle on-Tyne 

[i44 jOO AdSim HOHOw.jy. Nijrwich. Norfi.. ■ 

557. 1 00 Darnel Oshe^rnr- Hernse^. N Humb^ 

SILENT SERVICE (US Gold) 

1 TON& SUNK) 

91 0. 1 00 ha*slen T Qki r a. ig DrosS 4 ihi«j fi 
Denmark 

J?T6,40O Rollo DaviQ5, Pamham, E$-se* 

15i 100 JinwSampsohp London SWS 

SP LIT PERSONALFTIES (Dorn ark) 

686.400 Mrs l Hayden. London E16 

505.100 Michael Bkelcher Wenlonlng. &&d5 

404.700 Pdb Rra'^n, Portnbello r Edmtsurgn 

SPACE HARRIER | tli te'l 

2 ,56 r. 4G0 Gafin McGlashan Perth, SgcrtUind 

1 .677.600 Mflr'K StSr'fOrd, Yatton, Bris-tal 
3>2.90O Steve Blogr, NunesHon. W?rk 5 

SKOOL DAZE (Micramoga* 

104.340 Scott Moore. F.xtiy. Hudd^sl-eld 

70.460 Garry Smith, Oersh.ngiham Norfolk 

33,930 Graham Jonas Wastbjry, Sasrc^rsel 

THE SENTINEL (Firebird) 

LEVEL REACHED- 

301 4 Gary frenn . ZZAP 1 T owers 

1 1 72 Arlo Sw n'vgn, Wheatley Owicayl.er 

005 Slew Bksor, Nune^tdh, VVflHs 

TERRA CREST A (lm« 9 lnej 

371.000 Rotiert Hert^ih ill. Port Gla&gow 

RsfiFrawshire 

341.000 Marc Hodyc, Selby, N Ycrrka 

285 500 Andrew DrayOiiocit, W I ham.. Ejs&sx 

THRUST (Firebird] 

1 ,103.800 Arlo Swnaoh, DoncfteltT, S Ydrkfe 
1 ,029.450 Marit Payne. Hockley. 

71 5.400 Seari B : ! ,r ri; uy. HockSey, Essex’ 

TAU CETF £CRL] 

21 .055 Aniidw T urskl. Dursley.. G : ns 
20,466 Rpderi Blkrt, MitWJ-iSbrough, Cluve 
lend 

20.440 Shaurt Fbjssc-il, ShiJdon, Cd Durhfim 

TRAP (AihyaldF 

40t,900 Lawry Simm, Uv^rpool Uf3 
429,51 0Cdlir\ Bayne, Glenrolhes. File 
32$.5^)0 HotKiri Elliot. Midal&ilXjr&uyH, 
Cleveland 

TRAIL BLAZER (Gremlin Graphic*} 

1 r 1 23,360 JpMh Ooop^f. Wei^vesbory, W 
Mids 

1 .120,040 Hohry Raw insCsn. Salisbury, Wills 

725.500 Seam Ryder, Osweatry Shmphif’c 

TENTH FRAM E (US Gold! 

AMATEUR 

2G0 Gfreeme Dutch , ITIlydrone, Aberdeen 
234 Mark Aiwynson, Uandall. Cardiff 
lOB John jamus. ACCiingtOrv, Lanis 

PROFESSIONAL 

214 GiLien-sB Dutch, Tillydrone. AtoerdeBri. 

100 Miles Leevy, Horsh:ifl’ % w Susses 

UCHI MATA (Martedi) 

324,205 Mark SeKtorv, Lanoaig, w &u&s*k 
273,985 Simon. PelTgrew, London SW16 

205.100 All Kara wall .Guildford, Survey 

UfllCrtUM PLUS (Hew*flft|i 

100.700 Harry" Kslcrtener, Godalming Si-jrrey 

96.000 Steve L ue Guildford, Sumsy 

91.000 Graeme $#™ih. HonnchtFCh. ES&e* 

V (Ocean) 

£4,600 D A Ash&rcrtL Wirtal, Cheshire 
21 200 Danny PraEt, Souihampldn 

21.100 John Doyle, Kilmamoch, Ayrahre 

WARHAWK (FrrtbiTclF 

3,1 72,238 Peter Hunt. Hook, Hams 
1 .7D1 .566 Jake E, Hill Top. West Brom 
1.404.206 Mtchaal Shanks. Norwich. Nortons 

WAR (Martech) 

270, Ricky Smith, Basingsloke Hants 

153.950 Stev^ Lee. Guittflord. Surnfry 
lit 649 Al Kerswell. Guildford, Sunay 

KEVICHJ5(U$ Gold) 

146. 7 10 Colin McGla5h£tn, Perth, ScoSlanrt 

56.710 Gaw n Burnett Weslhill, Inverrwsw 
55 .500 Gary Penn ZZAP Tov^ers 

YIE AR KUNG FU ll (Imagine] 

99.500 Wayne Gunnc ». London N6 

4H,lf}0 lw;m Howells MiChyfHlelh, Gwynedd 
32,900 David Paterson, NewcdStle'Qn-Tyne 

Z (Rhinal 

671.460 Jake f.Hi 1 Top, Wes=l Br orn 

368.600 K Fas? brother. StapiFnrd NdIIs 

232.000 Anand Aggorwu . Rushden. North - 
arHs 
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1 1,1 

order to wish her miniature neutron bomb adviser into 
a perfect lover. The trouble with wishing'plan^ts-is that 
they lake everything so literally. I know, 1 am a bomb, 
and I have just struck us dumb, as well as causing Tam- 
ara to give birth to a pair of goats, I’ll never say ’You’re 
Kidding’again. 


rammed to explode by the end of the rest page, it she 
does not fulfil todays'* quota of Macdonalds Te le [wr- 
ier Booth sales. She as just sitting here , on this kettle 
of fish which appears to be some sort of fine, staring 
at (he twin baby goats, who demand milk . I wish they 
would stop it, because every time they bleat what 
sounds like Baaht , a piece of soap, snatch of music 
or interior of a public house materialises. 

Something catches her eye, over there behind that 
thrashing pile of Suffering catfish. There, in the far 
distance, we can just make out the figure, of some son 
of mono-pedal humanoid, hopping awkwardly 
towards huge mounds of amputated feci. In ihe cir- 
cumstances, ! am not in ihe slightest bis surprised, 
Tamara ’shoos" the kids away, and wades through 
fish whose mouths are filled wish un melted busier. 
She waves her perfect hands, and snorting through 
her perfect nostrils,, heads towards the receding back 
of the humanoid, but il docs not see her. So off we 
go, heading for the foothills,, carefully avoiding shat 
disgusting horde of mickles doing somet hing quite 
unfoigiveable lo a muekle. 

Perhaps the imede^ed po ^humanoid 
an opea tils mouth without putting hh foot 

mil. 

Far be il from a cynic like myself to hint at 
optimism, but perhaps she one-legged pogo- 
humanoid can open his mouth without putting his 
fool inis. Perhaps he can hi sc his tongue, mince his 
words, help us. Perhaps not. The sun nudges the 
horizon, [browing long shadows across this insane 
1 andscape . A rat scampers by. d e mandi ng S o be smel- 
led . Some Hi ilc cotton socks chase after it, demand- 
ing to he blessed. 1 begin to fed really sorry for your 
graphics artist as our pathway explodes, due to some 
wickedly mined Ps and Q. Towards the horizon „ 
waves of Russian religious paintings wash (he shore, 
as far as the icon sea. Wolves arrive at doors. 
Ramclouds change into teapots, never raining but 
pouring. The half-light of dusk obscures the homing 
humanoid, but Tamara struggles on. She really is 
wonderful, up lo her thighs in slinking wriggly toes, 
and sh e wj 1 1 nos gi ve up. the i ndcli hie in. pu rsuit of ( he 
implausible. 

I am glad to report that hht avoids the man with the 
twelve inch pianist, and several other antique but 
cheap jokes. I know it's Episode Five already, bui 
l L m wondering if it was such a good idea to exist’in the 
present-continuous. 1 mean on she plus side it gives 
the impression of immediacy So. say, a reader of 20th 
Century Earth-type ’Zzits’^or 'Crabs'* but or the 
negative side of narrative arose* I haven't got lime to 
think about the future before it's past. Bombs need 
sleep loo. Bombs spend most of their life asleep. 1 
once wen! to school with a nice little bomb called 
Alma Gcddon, who slepl underground fur forty 
years without domg a stroke of work h and il wasn't 
the end of l he world. Until she woke up. I hat is. It’s 
hand to be a bomb sometimes. Tamara trips over the 
humanoid 

I I writhes among the seve red fees , trying to re move 
a fork from its vulgar trousers, and vowing never to 
use that particular Anglo-Saxon expletive again. J 
am dismayed to sec that is is obviousfy male, and not 
only Sports a small moustache but also writhes in 
leisurewear He catches sight of Tamara, who is leap- 
ing up and down, pointing to the area of smooth skin 
where her mouth used to be. Hi there] says the 
humanoid, and immediately apologises as wc shoot 
up into ihe air Whoops, look, hang about . . . er, I 


Part Five 


W 


hy is il that whenever I find myself in dire 
straits, the only successful communication 
that I can achieve is with you. ihe reader of 
:s prehistoric, non-elect route publication called 
7.7 IT! or CRABS or some other such nonsense? I 
mean, what have you ever done for me? Yes - you! 
Can you transform me into a human being? Of course 
you can't! Can you endow me with a small moustache 
and some leisurewear? Nut a chance! Can you con- 
jure up our former travelling companions. Jims Hen- 
drix and Pwnochio? Not on your « , * just a 
mom e rti .the dtxir of the Macdonalds tc Importer 
is swinging open, and out steps a long-nosed wooden 
puppet and a half-Cherokee former-guitarist from 
the Ike and Tina Turner Band. Wc arc saved! And if 
it is anything to do with you* my splendid reader, [ 
thank you from She bottom of 'my power-cell. Yes 
you. 


Now I mu not si vindictive bomb, f«ir a 
burrth thul is * , , 


Our two travel ling companions seem to find Tam- 
ara’s sorry state highly amusing. Indeed, they are 
rolling about the surface of thisplanet, giggling and 
failing lo control their minh. This cannot be right! 
Aren't they supposed to be saving us 1 ’ 1 Now l am not 
a vindictive bomb, fora bomb that is, but I admit to 
you , gentle reader from my distant past, that I am a 
wee Sii disappointed by their attitude. They might 
come to a sticky end for mocking my poor, mouth- 
less . virgi n-even -t hough -she 's-del ivered-a- braee-of- 
goats Tama™ Not lo mention the birth mark on the 
back of her neck, which is my current disguise and 
location. 1 can’t even turn myself into something 
more practical, because us Macdonalds neuiron 
bombs are symbiotic, and if wc can't communicate 
with our poor human hosts, wc ain't worth spit. 

They are trying lo regain their composure, sucking 
down ihe last of (heir childish guffaws, sniffing back 
their snotty sniggers, Jirni wiping tear-crinkled eyes 
and Pinrtochio wiping the sap from his knot-holes. I 
doubt if Pinnochio has got (he sense to say (he right 
thing and get us out of (his mess, he's only got a 
wooden head, bui at least Jimi Hendrix has a mod- 
icum of intelligence. After all, he was once a neutron 
bomb advisory unit tike me, when he was disguised 
as Jimminy Cricket. Jtmi wipes his eyes, and pulls 
himself upright, slapping Pinnochio on the back 
between bouts of laughter. He recovers himself 
enough to say, Son of a bitch , , . this Lssick! and 
promptly turns into u wiry brown puppy, with shaggy 
hair and a Fender Stiatocaster round its neck, curi- 
ously sniffing at a large hillock of vomit. 

You know, I sincerely regret wishing him a sticky 
end, this planet seems able to misread my though is 


igi 

as well as Htcrali.sc my words, and Jimi has turned his 
at ttntion to Pin noc hio\s leg. Il bin k he w an t s to make 
friends with it. Well I neverf says Ihe incredibly 
stupid puppet, and vanishes from (he plot forever. 
The puppy wanders off wagging its curly liule I ail, 
towards a playful group of sodden cals and dogs, 
presumably conjured up by an idle comment aboul 
Ihe weather. 

That leaves Tamara and my sileni self quite alone 
again, with nolhing to do but relay our predicament 
to you, l mean, just how can we wish ourselves eter- 
nally happy, after 1 have rendered her speechless 
with a f ather hasty You don't say , and then hushed 
my own mouth? Maybe we can communicife our 
wishes in letters of fire on tablets of stone, or plant 
them on l in corn-seed and wail for Spring, or etch 
them in icy Morsc-codc on the arctic seas. On the 
olhef hand- is there a biro lying around some where? 

AH we have to do is to make a property constructed 
wish on this planet, and all our dreams will come 
true. Is Thai loo much to ask? Eve ryi hing? Of course , 
3 can '| advise Tamara of any of this, deprived of my 
telepathic powers. I cun t even tell her that 1 am prog- 
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mean, please can you help me? Tamara lake*; the 
noose from her neck, and chafes me severely in ihe 
process, then grabs hold of the thrusting fork, which 
instantly ceases motion. Oh thank you, thank you, 
young lady, 1 can't tell you how much I , . . No! 
cancel that one . , , an omnibus vanishes just 
before il reaches vour slop somewhere in the galaxy, 
as usual. I'll be darned if 3 Tamara grabs him 
by his single leg. and hauls him out of Ihe path of a 
giant sewing machine which charges towards the 
horizon stitching everything in its monstrous path. 
The humanoid begins to cry. T amara feels like cry ■ 
tng too* hut it s not the same without a mouth to 
pucker, so she cradles his head on her lap, Hi he subs 
and moans, and sucks his thumb. Now lie sucks her 
thumb. I must admit* between yon and me and the 
other thousands of readers of ihe best-celling com- 
puter publication on your poxy planet, I feel some- 
what jealous. 1 long For (he time when t too can sob 
and moan and have my head cradled in her lap, but I 
am still a super-iniclltgcru bomb disguised as a 
blemish on ihe back of the neck of ihe only perfect 
entity in ihe galaxy. Tamara bends to hear what tlm 
w eedy uniped in mumbling* her long mane brushing 
his miserable face, and l catch some rambling storv 
about him being a journalist working for the Dafi 
Express, amvcG Qf] Astarin a Macdonalds Telepor- 
ter Roolh. Unfortunately his first words on arrival 
were lo do with his leg being pulled. Swearing did not 
help, He raises his head, extends a shaking hand 
to wa rds T a mara’s lovely gobies* face , and says . This 
is all some horrible mistake, Tm jusi a newspaper 
man . . , 

1 am watching (he look of blank amazement on his 
face, a* the headline 'Gotcha V is printed aen>5S his 
lifeless brow. The sheets of cheap newsprint flutter 
from her lap as mv hostess leaps up. startled by the 
humanoid's transformation into crumpled origami, 
the thoughtless paper head remaining in her hand, its 
wordless paper nioulh still encircling her thumb. Her 
eyes widen, her hands tremble, she touches me here 


■ 


at the nape of her neck with her free hand, but I am 
helpless, E cannot advise her. 1 am not even sure shat 
dreams should come true. Perhaps they arc belief 
left as dreams. In total frustration, Tamara Knight 
rips up ihe sheets of newsprint, a how! of despair 
muffled somewhere inside of her perfect throat. And 
then she pauses » an idea forming in her perfectly 
confused head. 


I he Whole of Pap Ihnt uf Ihtf l**8 
Express consists of a snapshot of I he planet 
Ijkfftbtim. 

The whok of Page Three of the Dili Express con- 
sists of a snapshot of the planet Ticsenbum, with the 
headline 'Saucy Starbirds Say Castrate Rapists Now’, 
bui what's this on Pa^e Four? There is a small item 
concerning she and e m religious martyr Saint 
Samantha. It seems that her bra-less bfcuse has 


She appears lo be tearing up ihe headline very care- 
fully, and laying out the individual tellers in a line. I 
am waiting wilh growing excitement. I think that she 
has the basis for a really greal board-game here, 
wherein players could take turns eo make intersecting 
words using little squares wilh letters printed on 
them. IE could be called 'Monopoly 1 But all lhai is 
for the future, when I become a man. and live happily ] 
ever after with Tama ru Knight . 

She stares at the letters tor a few minutes, as the 
sun sets, and tries to remember her spelling lessons 
from when she was pre-programmed inside her test 
tube. Slowly, meiiculuusly\ she spells out ! he phrase 
'LOUSE HAS SPEECH'. The remaining letters i 
blow away on the wind, causing a very confused ras- 
iufarian whippet breeder named n BERT to 
materialise far far away. Tamara my love! E com- 
muii icale w i t h joy r How absolutely bti Ilian t ! 

And true to my words, the foothills turn into dia- 
monds. huge gold-framed mirrors appear in serried 
ranks, spotli ghis pu nch the sk y , celeb ration fire wo rks 1 
explode in joyous patterns, laser beams flicker and 
dance, a thousand volcanoes erupt and the sun ^oes 
nova t . , oh dour. I really must get this bit right or 
we will be incinerated before we can share our first i 
kiss. 3 gather my thoughts, sift them through my sen- 
tence parsers/ and slowly annunciate, Tamara, 
please do nut interfere with what I am about tq ray, 
ahem r , . ( for the first time m three episodes, Tam- ; 
ara is dad accidentally, and in only a si rip of lace 
around her fetlocks, but even a hem is a start) ... 1 
wish that the sun which has just gone nova and is 
fiyi ng the landscape reve rts to its former sta bility and I 
(ha* the recently erupted volcanoes become gentle 
tufty hillocks agam. 

We're allowed as much gratuitous vin- 
knee as we want, hut siuui b- c*ii« 

The sun obediently beams, gently* So fur so good. 

The volcanoes implode and become gargantuan 
pubic mounds. Ah well, you can’t win them all, and . 
surrealist readers will find some satisfaction hereab- 
out. I wish that Tamara's perfect mouth is returned 
to ils former perfect place, and that her honour and 
virginity is not affected by her giving birth loa couple 
of goats. Tamara whoops Yipec! with delight . and 
every living thing on the planet urinates simultane- 
ously, Careful baby, long ago on planet Earth an 
editor sits poised, blue pencil in hand, reminding us 
dial this is a wholesome publication. We’re allowed 
as much gratuitous violence as wc want, bus smut is 
out. 

So this is it! At last! Tamara, you must now wish 
me into a perfect human male companion for your- 1 
self, maybe with a little moustache and some 
leisurewear thrown in. so wc can live happy ever 
after, without the risk of me going critical and deto- 
nating every few hours. Tamara is taking a deep 
breath* which is one of the most beautiful sights in the 
universe, she is clearing her mind of all spurious 1 
thoughts {which doesn't take Eong) p she is patting my 
tiny roundness affectionately, and now she speaks 
slowly and clearly. Dear Plant! Astar , ► + (Sev- 
eral million parking meters, and an army of Vulcan 
Added Taxmen appear) No, no, forget that ... 

(The word 'lhai' disappears from the memories of all 
sentient beings in this sector of the galaxy! This is 
Tamara Knlgnt speaking , and I would like you to 
grant me a wish so that the little bomb on the back of 
my neck and I can live happy ever after. OK" 1 Alright 
. . , (Every signpost turns due Easl, Ten bat a I lions 
of the Red Army march into sight singing the Horst 
Wc&sd song. Bottles cf brown table sauce cover the 
landscape with pungent eixj.) Oh Louse l It's hope- 
less. I wish none of this had ever happened and we 
could start all over again * . . nopsl 

, , * rli have you now. dear reader of earthly 
computer magazines called ZZIT and CRABS 
Maybe we are en route to a place of speck* of dust, 
dimebaUs, swirling gases and a universe about to be 
born , where w cl! have to wafr a fir tie less than 69 
billion years for you to exist again. Maybe we 'll arrive 
on the planet Aster, and I'll say something like 

Ton re Kidding , and we will exist in the same time 
bop for ever. Maybe HI detonate before the end of [ 
this paragraph because Tamara has fallen down on 
the job , and I am so designed to punish her. Maybe . 
everything will wori chjI/usJ . . . Oil NQf Wgcan 'i 
possibly be here f I don't believe it ... t 

Ye Be Contee^ ; , . 
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appeared in a shimmering virion to some simple peas- 
ants in a grotto, and preached to them in fluent Ira- 
nian. The headline runs ‘BLOUSE PREACHES 
SHIITE/ 

Tamara totters to the safety of a haystack, carefully 
removes a needle, hardly disturbing the camel pass- 
ing through its eve and sits herself down where ihe 
0W sialfcs make interesting patterns on her skin. 









SHOOT A SPIKY ONE 


r 


Two winners from the Pkenha- 
sponsored competition will be 
entering Lhe Combat Zone arena 
before too terribly long - Brian 
Me i Ison of Petembum and G 
Jackson of Dinas, Powys will have 
the chance to shoot pink paint at 
the peopie who make my life a mis- 
ery. Shoot to hit, boys - shoot to 
hit! No less than 30 runners up are 
due to receive a copy of Rogue 
Trooper just as soon as the Com- 
modore version is complete. l*hey 
are . * , 


NeU Telford, Hbgti Harflngtan, Cumtwia, 
CA14 4LW; Luke Horton, Hayai, UB4 WH; 

Kam-. Clapton, London £5 £!E&; 
22AP\ Reader, Matvem, Wares, WR142ML? 
Jonathon Eggiaton. $Jetehley, Milton 


FEUD 


A Incky competition this one - and 
one which pul you in a predica- 
ment mai I'm all to familiar with as 
the Spiky Ones argue between 
themselves, making my life a mis- 
ery in ihe process. Entrants had \o 
come up with a way of stopping 
Iwo rampant wizards from fighting 
and destroying the environment. 
Martin McKinney of Boor 
n-amouth came up with the best 
idea and wins a day out to the Lon- 
don Dungeon in the loving care of 
Mastertronic. Five second prizes 
of □ Magnum joystick and a copy 
■of Feud g o to , , . 


Tim Walton. Halite*. Wesl Yorksh re HKe 
3SE: Neil Overy, Arundel, BN1B9AJ; Mark 
RalcJill. Nr CanEnrbury, K*nt CTJ 5 P M 
Andfew Russell. Ba-gnc* Regis. Sus- 
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Keynns, MKS fcPP; M J Gafrefl, Northerns, 
NNH OHOj Vicki Blundell, Middle**! , ENl 
ah A; Jamki Hick marl, Cumbria GAIT 4LZ- 
Scott WHhloaftri, NtftHngharti, NG17 TEL: 
Gregg Botlrii, Loughborough, L61E «NU; 
□ a*!4 HICk»on, Durham, ONI 4HL; Gnjtifl m 
Gate. North ftacJtfaafey, Southampton SOS2 
9NE; Simon Whileheed, CfHWt+y, WHIG* 
STK; Jriko Barayeu, Lon dun Nlfi BNJ; C art 
Evans, Smith WlmhLsdon, SW10 2TQ; 
Simon Worvltald, BaeMdon, SS15 5XG; M 
Knutefordh WAIfi &QH; G Ksnghh 
Wdclng, Suffer GU22 7HN; Ron WrighL 
Derby GET 17G; fly«*l Wing, Hinton, TA17 
STB; Stuart Stmon, S&urth Shield*, NE34 
OFiQi; Pdvid Sands* n unmu nry, Northern Ire- 
land BTl 7 GQZ; Dnnsfc. Hen brings, Glasgow, 
G6S 4DG; Darren Pocock, EMrkir^n, Essex 
1611 SLH; David Qvlngton, Woroestor WRZ 
5PB; Louie* Helen Wright, Walsall, W£7 
BJT; Chriatoflbar Hudson, LSvecpool, L23 
OSG: Martin Roach, Sutton Cush: held, 175 
fiHV™ $teVin Barnes, Kings Lynn, Norfolk 
PE3* i DS; Tem James, Stratford, EiS 
4HW. 


sex, PQ22 TJX; Marh WaSk-n b Amefsharn. 
U jci. s , HPT 90S 

25 runners- up each receive a copy 
of the game and will have lo settle 
the Feud on- screen They are . 


ftotwrt Healing-, Uvorponl 19. LI 9 3P&: p .»ul 
Brassingtoo, North Wingfield, Derbyshire. 
342 SHY; Lkiyd TlicmipsOrt, Dirur harrt. Cum- 
faria; Stuart Comh@llatk p Nr Swindon. SNt* 
TJX: Pal Bewe. Douglas, Co Cork, Ireland; 
M. iik Buckley, Sutton Culdfieicj, B72 1YS 
Madm Hayes. Lukin, Pods. LU? hEZ 
James Orsborn, Twyfoto, B**k shire; Kevin 
Bfldges. Pemith. CA11 9DR; Paul SmJtie, 
Prr-^Jwick, Ayi-.hirr SccitLknd; J Elvin, C.isL 
Barnel. Herts. EN4 0JD. N SUecha, EnfieW. 
MiO dlaaejc. END 6LG, Andrew West, 
Exmuuth, Puvnn, TXS 3HR; D.r.id Jjahn 

V^asher, Wembley. Middlesex. HA0- SSL: 
Sh&t Smyth. Tellord. Shropshire; Cpurtney 
Smj|h, Tetfurd, Shxop4*sire; Md1th«w Slor-s- 
tein, Awak, Bahrain, Arabian Gull; Neil 
While, Edinburgh, Scotland, EH7 <&UG; 
Rich. nrJ Mcmnan, NuttinghMiTi, NG3 5UP, 
Laurence James, Trure. Cornwall TR3 7NZ; 
Stephen Fawkes, Sutton Coldheld, Wesl 
Midi. Uidh Li -5 6RF; M.kMliew Hotlgei, East 
Skissa ¥ , TN22 1 H&; Phil Neesam . Slockkn- 
On -Tees, Cleveland.. ISIS i*PZ; Paul Hum- 
phries, Kent, ME 10 SUW; Simon BarlUW 
K ingh,irn. Oxon, OX J i&TH 
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RAINBIRD HIGH FLIERS 


Paper plane-making is still a popu- 
lar craft, even in this technological 
day and age. A veritable host of 
airworthy creations flooded into 
the broom cupboard and I've been 
able to spend many a happy hour 
dive-bombing the Spiky Haired 
ones with your creations. 

After hours of dalibnratrori I 
decided upon a winner who will 
receive a radio-controlled glider 
and a copy of Starglider. Simon 
Jones of Up Holland in Lancashire 
is the lucky designer. A copy of 
Starglider accompanied by a 
chuck glider go to the ten runners- 
up . 

Ray Craves, MIHon Keynes. MK11 l NX; C A 
pAkes, Nottingham, HOIS SOF; Steqhnn 
Beveridge, $omefia1 p BA3 BRA; Btuarl 
Hddl , Swans ns, West Gh m organ, &A2 r£X ; 
Oliver Pertrfd^^p 1$»I, C09 3RJ; Patrick 
Oliver, Mos&lay r Birminghem, 013 8RT; 
S^an McCcnnell. Nottingham, NOS HHX; 
Nicole WJIklflHrt, Wy^pn, Coventry* CV2 
3JU; Jake SihepherLT, H*rtlev n Kent, DA3 
B4W; P J Wafli mao, Surrey, RH9 EUW 

While no less th^n 50 runners, up 
each receive a copy of the 
game . . , 

Broil Buckley, Hudd^raficld, HIM TLS; J 
Sayer* Liwaqaool. LV 6PZ; Bruce Duncin, 
Bucks, HP10 OET; M Aub&H. Exeter, EX4 


wajf; Pc-ler Ch&cian, C-rAwhny,, RH10 3ffB P 
Alan Miller. Aahtoci-Undaf-Lyne r CSi* HBX; 
Mfcchttt Child, Grl stbcNpe, North YorfcahJra; 
fll chert A Boord, Fftmhi m r Hjrnts, TO14 
2RZ; K MamJer, SLoke-On-Trent. Sfc^rtorcl- 
^hirc: WaLvem, Wnrea. WR14 

2ML^ John A EM«n r Ch^ihlr*, SK14 2PL^ 
Martin Dixon, Kent, T N 1 2 BUG; Stolen Bur 
JititL Locrls, L$12 5RA; David Wroe, Hud- 
d4PSlkal£J, W*tft ¥DFk*hir*p HD7 3*+G; 
Robert Lec p North HumbanMde, HU143JW R 
Leyland Perree. Sahash, Cornwall. PL 12 
4ftDj J Frecu p BrBintnMIe Esmi CM? 6FT; 
Matthew Lewis, Han*HQft, Es.^x, C0f2 
3NP; Kevao Gambold, Patertiaad, AB47FA- 
Pyin Kelly, Cleckheatofi, B D 1 0 3BD; Monk 
Sexton, Lancingp Su^e, BN1& UEGj 
Terence Crawford k Lince, LN3 5C3H; Martin 
Smith, Salt, Cheshire, M3S 3 PA Mark. 0,ir- 
rett p Washlnglcn, Tyft and Wear, NE37 
1TX; JDlnn Thompson, Lan*|* p GlP<^gnw i 
QQft 4E N; Stephen Pitt Marlow, Bucks, SL? 
□PH? Pator Bnici, Whuley Bay, Tyne and 
Wear. NE2& flNH; Paul L.hoi, Whdnet, Che- 
shire, WAS 8JX; John McKeever, AyFtKirt, 
S^bllind, KA5 5NT; Rtiasall Ha nr-, North 
Devon, EX39 5PL; MiCftHl Cole, LlenellL 
SA15 1QD, Colin McMillan, Parth^ln p 
SeoHtfid, PH2 9AF; Nell Wilkinson, Ught- 
water, Surrey, GU10 5VA? Graham Rogers, 
Leeds, LS121EJ; Peter Tyrati, L4 

2m; Egon Hansen, Hull, PU10 eNFj 
Johnathon Sham, Books, SL7 2JE; Jaroen 
Prina. Baam 3741 XC, Holland; Siephert 
FoulKas, Sutton Cokdfi&id. B?$ 5RT ; T\m 
Vulp Avon: Howard Joseptt. 

Maidslone, Kent, ME 19 5 PS; Mr F Melonav s 
Wigan, WN2 2QE; A Boyd, Dnchan, lale of 
Men; Shaun Jechaoru Cheshire, CWfl 3CF- 
John Patrick WftlhaCe, Redhill, Sumy, RH1 
3ER; Graham Anderson, Lines. LN5 9A\J; 
Richard vase, Devon, EX5 STP; C M Goisl- 
jn^, Nottinghawi, NG3 1L C ? G Shirodfcar* 
Kingawririford, Weal Midi an da, DYE &PJ, 


tiPQ; To v are Jacbbaan, 0390 Oslo 3, Nor- 


PARIS IN THE SPRINGTIME! 


Diary writers were asketi to rack 
NlHir fxaipis back al Chrislmas 
Eiithb anci come up with a record of 
the week-end they would spend in 
Pans ti Ihtry won W\o top prise ir i 
this competition run in coniormtipn 
With French software house. 


Integra mes. D Coni bear ol 

Swansea will suon be makrrig the 
cross-channel trip. Everyone else 
who entered Ihe oompetitlofi col- 
lects a money -oSt vouchci 
redeemable against an Enfog- 
rames garnn of iheir ^ hoice 
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□ RESET SWITCH 


Tta i**^ 

:, *i •" ?' 

n ^' ■ IT. 

l„ .DrtK '■“Y ,t<,P 


CumpalibiE w 1h nsisi lead^H] sohwnre n^chages 
4 Advanced Music System * JM$ * SEH . eUc 

wild Wli ! Buy Midi Ndtel t *dvn**d dd 

IIW Wtfp 1 Etl.fl □ pnl^c |dafa odfy 


AOS 


Q OUM-'TJ 

^ ri >. ti DAT \Vi L 


lWf£R 


Affluaif mm* 


I f^ili! J ifWil '1.-11:111 m kH^ ih loan I □ ; i: l.. 1 ' r 1 1 r« li:;i 
ijirpcnoriL oionmit uic 

□ FiiMi'rl nl cjmi-.l cwtiFTianifs- m ijW, dsIstE. mm 

ftifr t\ piunri, aunmunK Imesiiy? qrn , r=l‘ 


DISK UTILITY CAHf FUDGE 


PIUS A i. 1 jvCUiiI n ,11 limp Dili 1 n^nqur, 
dBanErreripi All ifro usual mcmrlnr camrnMii. 
iissarhlile. duuiemhlv. iihahi, lird ranqiate, INI 
mliur CUflw'aan Hlc , air WR This it 1 1? 

irHMmii. 'idi n lukun tlliiH like semi 1 .ir.iiliilili- 


II yuu fisu^ a disk dnve itien yn-ii need 

a DiskmateH 

D Dulvn^fl is a IhsI :M luriin Iu.hIhi ih.ii i^iill -^jclI mi 
iuur nfirmal laafeftij satanr ^ & Iiitihs 

BUT TH AT S N OT ALL 

G hwr iQrrrin (appcu ID shcdhiJsI 

J luiprored t:uu?F sirnkii DUS raqnnamds 'i! iu:ii! 

w/p dirnclOiV SOrtfch. Mli: 


' ll ikmam .:<! iiuralps- specml s* tK,- | luLlmiques 
winch if --!' ii ii'iv \il:ir fcitfie s^rem ThertlDiu Nip 
'. isiln.ii! Aiil vrarLwUh more solute Hun nlhnr lypu^ 
In -diliiiuii ihii iiiiikes iFiE .ill - cuiftfiiHiitls uidiiiliiiij 
tfw maiiilqf mnn luiMjry hr msiancn nw mu n-ti i 
'Hauls' nml e qhfe in Iixp umlnr RDMi nml iirtitr 
ilspll 1 


DIGITAL SOUND SAMPLING 

COMPUTt PACKAGI 

■ *** &&*. £ 49.99 

^ -x p " si pbef 

FsE e * udiq ^ i| * D 1 

\ hll'rt FOR T UuN 

CQWMODQfll W 

The Da 1 h-I Sacnpler now brings ynu 

ihis lechraloqy at a sensiWf price! 


* ritf 5l*p«i Kitwb hi 'Ll !■ -M lirt I m ■ II ll rtrfjiis -nw 
m(TOIr 'I “HJUfTfif »i jlip iJMck lUCi-AJffc hl'*3M& 

Autnj-'u uffr Ununiny ^ " «ht if^ L' ’ ^ i. iy 
r^dniHi iKpid "ids piul»Mi*a !»#■ -.^(i ? i-unpri jir i| 
v- J H rp> d »>i1 h! K Luihp'^un 
+id'Hifi Mi; i'fhj kir- h.i mi l> ■ ■ Jn| Bfinligl 

1 <m udrvj 

*A \iv r'lKi. ’i rw^j ■pin «lL>0- i rfc^Li ilH"* 1 0 F«p me 
♦fill sjmi^BAIrHi ■wtiin.'Ir'Thinifti >sii| u.ippr 
, imii.-Lj 

“M p^AirrliJ If J( I "ff snyf^*l 

Cciiip Chun Sulrweie ,tj icLie sffeiaiefi ii B.flil lo-lum v.hji 
taund M^ip nfs 4 Cum Of JT. s^lUT. k. Wpu 15 9 »T|iLny 



A SUPERB PACKAGE WITH ADVANCED FEATURES 


AUul 


ITS A COMPLETE LIGHTPEN SYSTEM . . . IT’S AN 
ALL IN ONE ILLUSTRATOR/ GRAPHICS MCKAGE. 

IT'S MUAZiUMw) 


ONLY 


IT'S BACK 


THE ULTIMATE DISK TOOLKIT FOR 1541/1540 

ftolkn IV kis, lor some unit I m t> 1 1 ijBiierally reco;inisec ss iI h 

Iwst riisk rooikn nwiilaUt! The only problem for D;iit?l ilmi IjMl 

r iv.r- ij s i .:• i; !iv si.nfr.r«r -ii?.-;; 11 S:i ilu: i u. ■jHi'rv |HH bH| 

to ohinir i lie riyiits came our way we jumped at it. Anri what's 
more, m kRefimrj with our general pricing policy we are ollering it at loss than 
hall the previous selling price. A disk toolkit is an absolute mnsi 4nr ihe serious 
disk user and TOOLKIT !V has more faatures than mnsi for less.- 


l)tSK DOCTOR V* - a. - nnri *rr» r,u, 
and semnr mclLLj " □ mUh muJ '’pniimbnrfd ii rM 
hflpnir rlairaijuil sacHS [Mk uhflBmt^h r^.jd 
wrws 

iH£AOI(t/GAP EOITOR - DerxidBs. mil diF-pk-v 
■T. i I : i : , i d ■ : i iiilnrnimmri including gH GylRt ami 
'pfyc-- D|i ^virrtr- ifiE ehIue hHadflr and lifi 
ipf fenumbEi SECWi AIm UdDI ifrn flip 


FAST DISH COPY - Cuisv an EM fi iJitL w 

2 minuiEi ui iHL ^ l^'l I 

EAST FILE COPY utilri fat WW W* M 

;ii mm f rim** in3n4i gpcml 


FORMATTER 10 utconrl I in n r « nniiH J^k 
■ s" + 0 '|E v qnji mriiY-lu- ln:k nr hall IijiJ 11 la 
Fferifihr* im nl !KI pmameien Id KiUilD fn tttoiM 
:imqnE ills-- Inrumj. 

ERROR EDIT - Qridiiy hnd and reuttte *X iuud 
itirms mckirlmij h> _, h and iHnumbif-pd i. nk- 1 . m 
SKlnrs and Imll llldd i inni D in fll ertn te lteet® 
dulii l dp rrws and allnws ynn m ^itehnE nv 
rviUH^.iiy c^famnlEra 


DISK LOOK - Sail duHtfmy Recn^r lnss lilDf 
display IiIe slaUv'Eiid ShsMSPmhlR n\tf 

ik jiit- riim cirKiiy fmm ihe disc in SCliLLN a: 
PfUWTER inr^idmg undncnmanCgd uprodrs !>>r 
Bam Min*, ninth rtwc 

FILE COM WC TOR ■ Cam eftmpan ruithmR 
endp pr&yiamfi hy LipiQ W* diw ^pant 
Cmntydiod PD!l r ^5 Eun IS nwmal 


£ 24 . 99 , 


HUM m.93ron FREf IPUASE STATE WHICH) 

Vk Bluing PMUtos ^n's t-op s*>n r^f |C& 

Fi#v IwmlAMii driMfii zqw4* caimptelt wndi ihe D*tel LaiflrwnlP 
A hQiillrtn iMiiffHig iFw lalrti pulym*r hbrs tifcte tnd wnw I# P*i 
ponn i^cutacy oF « Hhbft Sknfriv wl PfKUbk EonvRn-tmrf W** ^ 

, , Bui iim'ft HI iN PwMI« ** iia a wwh wrlh *iv HMdwd 

in purl dtevka tncludpifl Jdi'siwk.'E. Touch liUeis, PaAM«. Wfcn, Ti-fccktuH 3Mid 


i'n- 1- -tuinal Cri 


DISK QHIVE SPEED TEST. DISH I RASE. DISK DRIVE HAM MONITOR, DISK LOG. BASIC 
COMMTQ R/lIN CD M FACTCft. PILE MAKER + MUCH, MUCH MORE 


Painting wiin a range ol Air Bnilh O^al-s 

Recrian^Se?. Lines Rybtierbanding T^xi Miode 
FRl single Dot Mods Freehand Or^wv 
Shape Library O-eai Printer Dump 
Hire? Screens yttved Irqyn Action flrJfj-lav can be loaded 
and ediled etc ■ Disk-S 

PLUS A 2 DDm FeiMure tor single Pkjrel tfdifing wvhile 
viewing, the resulti 31 lull scale P-OwfcHul cut and pasie 
lacihry. shapes can be picked up, Tn-uved .around, repfllted 
and saved Full Lt>ad and Sava leature far pictures, 
shapes and wnjndQws which ary &r implied. 

V T&u TVi dn SaKnr nvu t&' M*# H - 4 I ■ t*»i T* « bn Nl»f 

wfc bntnai riP< m aw ■ ffZ5S iape dh nra -iM Jrjrtf. 


TOOLKIT IV is an absolute mint lor chf aftrmua disk mer \i has all Ilia rauEinnE thn C Ihe n-Eticrs Mu t 
plus all the autE they don't < . liiem >s no batter uroduct ava'hihle al any price- ^wAilable f\ow 
cnmplflli Will til mprcFiShiS nr€ insEi UCtiUHS 


PADDLES 
ILLUSTRATOR 
IS FOR 
EVERYONE! 

Using 1ti@ LmWifllr 
a -child can use ii as a 
colouring book or a 
computet a Hist can 
create superb graphics 


24 Hfi CFiEDIT SEE US OH 

r.wouNE PRESTEI 
■' 1 met No. 

z >J SSSIGDOOaA 

^2 11 Ni J 

>ae-p4 h dude h& CilaloguB * j 
wn rtriftAai Ortiai fajfe f 


USUALLY SAME DAY 
f DESPATCH ON ALL ORDERS 

m SEUDCWQtffS.PO'x JO 

J UNITS ft'9 

r F E NTOW INDUSTRIAL ESTATE 
DtwSBURYRQAD lenton 
STOK£ ON TRENT TEL 07*2273015 
FAK IO.FB21 164S-10 
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ISSUE THREE - ON SALE 19 MARCH 







a. BARRY MtGUIGAN 
WORLD CHAMPIONSHIP BOXING 


1, THE WAY OF THE TIGER 


Apt/ M 

in^Mk rr 




1X1 


CBM 64/128 


AMSTRAD 


SPECTRUM 48K tape 


■ IW 


y^m 

^ ^ * \ 

t T 





1 


fJm 


S" r ij| 

, j 


•*■/«- j 


Uk L# .»•.; 4 *■ *3 4 

/ 


House, l 

o t 

SI 

4FS, 

Tel 

0^Tr i 

fti 







THE SBC MICRO 


rjinuif TtfepiKPhg DlSrlLi.l6i5 in Gernumy hy fi’ntfiu.' n,- tlnjihiKli' 2?PT ?0CMI1 


CSnlnlftJl r d -n niiK* by Qtr j 
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£9*95 *g- 14*9; 

Screen shots taken from various computer formats 
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The game I am playing at the 

GROUND installations also fire at 


D 

A 

R 

N 

i 

N 

G 

V 

A 

T i 

moment is Lev/afhan from English 
Software. Pm kept wei! 

you. equally intent on your 
DESTRUCTION. Once your 1 
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Y * 

busy attacking mysterious 

LANDSCAPES in space which are 

SMOKING lasers have destroyed 
all the alien craft in one zone, you 


U 

E 

R 

A 

D 

B 

U 

X 

N 

C \ 

inhabited by aliens, and judging by 

TRANSFER to another. 


i o 

0 

X 

B 

T 

R 

A 

N 

S 

F 1 


the number of enemy craft, a lot of As you may have guessed by 
them INHABIT the floating mas- now, all you have to do to win a 


r 


ses. Your task Is the total ANN l Hi- copy of Leviathan is search 
LATiON of these nasties, through the word. square, looking 

Piloting a fighter equipped with fc the words that appear in capital 
all the latest weaponry to SHOOT letters above, 
the aliens with, including LASERS, Send your entries to 2ZAP 

you have to run the GAUNTLET of LEVIATHAN MISSION, ZZAP 
WAVE after wave of hostile beatles TOWERS, PO Box 10, Ludlow, 
lurking in a variety of ZONES. You Shropshire SYfl IDS, and make 

sure they arrive before the 9th of 
April, 


have to react quickly to ELIMI- 
NATE the bad guys. Some of the 


NAME 

ADDRESS II ♦ I ■» * I 
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Friday 16 th January 


ST {Sieve Turner) has been netting up dje operat- 
ing system on the Opus (cal led MSDOS) ready 


in g Loo wel l - the Spectrum ‘s a little slow at soti c- 
ing that a byte has arrived. 


for our cross-assemblers, which assemble either 
?M\ or 6502 an a machine not running under 


ci 


those chips. Having obtained various library 

™ ,n ^ / 1 


books on (the PC processor) and communi- 

cations, wc are hopeful that communications 
between our computers will be easy to set up r We 
just need to set up some leads from the O pus Cen- 
tronics printer oui put (non-standard socket of 
course* courtesy of IBM}* to the C64 and Spec- 
trum. 1 wo PCs running at e he same lime make a 
lot of noise with their coding fans. 


... it worked almost per- 
fectly , except one set of lumps 
kept stepping backwards every 
now and again and some others 
left trails of debris behind 


the right length* sounds nice* easy for advertisers 
to misspeh and generally mysterious, so that's 
what the game will be called t Morpheus. 

I'm also conscious that the on-screen display 
must be kept moving and changing to maintain 
interest. J Lhmk HI need a more complex than 
average character update system to animate parts 
of the display with lots of frame* of animation. 


them 


fl 


* # 


Friday 23rd January 

No progress on Morpheus today , battled wll! 
US Uridium, 


Monday 19th January 

Did i nice sequence of eight sprites which fit on 
top of each other, 1 hey took very swish when col- 
ours are faded through them. Bit expensive on 
sprite u sage though s maybe I can come up wi th a 
way of running someth mg similar with charac- 
ters, 


on 


Having seen Gary Laddun's sprite multiplexor 
i Saturday, J can't understand why his runs fas- 


ter. Committed a no- no by using his method of 
building a table in the system stack so I can use 
faster instructions to read the table, ll would have 
been very messy if it hadn't worked. Don't tell 
ST, Td get the sack for misuse of the computer. 
U still isn't as fast as MrLiddon's system, but hk 
isn't doing as much yeL * . . I hope! 


Tuesday 20th January 

Discussed the possibilities of a game where the 
enemy show a bit of evolutionary behaviour, as 
the weaker ones get destroyed they are never 
replaced* but ones that gei away grow stronger 
and randomly mutate, as featured on Horizon 
yesterday, May be even the graphics could be gen- 
erated too, giving every game a different look, 
depending on the performance of the player in 
The particular game. 

Scribbled some code for the moving back- 
ground - looks like a lot of code with not much 
lime to Execute it in. I may have to use a 24 line 
screen rather than 25 to buy myself pome extra 
time with the raster off the screen. 

Also keyed in a machine code Centronics out- 
put routine for faster communication to the Spec* 
tniJrir Nfte're still awaiting the data sheets for the 
chip in the Spectrum interface, so it wasn't work- 


Wednesday 2Ht January 

Keyed in the moving background system and it 
worked almost perfectly, except one set of lumps 
kept stepping backwards every now and again 
and some others left trails of debris behind them. 
Didn't take long to fix though. This screen updat- 
ing of thirty obj ects just about takes place while 
the raster is off-screen , so no flicker can possibly 
happen. 

Tve also been wondering whether lo display 
the score on-screen and if so, how . Then 1 
realised that I could just write the non in stan- 
dard characters — Fve always assumed that I'd 
have to do it with Sprites. Sprites may still cross 
the score but they will be on the move. I'm 
unhappy about using Sprites In the border as it 
could be exploiting a video-chip bug. This may 
not work on some machines or it could cause 
damage. 


Monday 26th January 

' oft 

iwm, and today I’m gening Utidium-i- ready 
for going to the US too: I'm sure it'll enjoy it 


Spent much of the weekend working on US 


open 

Uridi 


there, it could do with a holiday, 
ft looks like the designers of the &Q86 chip in 
the PCs are going for the January Mickey Mouse 
award, with its sixteen byte segmented memory 
arrangement. Any byte in memory can have 
thousands of different addresses. Very confus- 
ing. 


Tuesday 27 rh January 

Back to the real business of Morpheus. ] want 
lots of different "mcanies 1 , whatever they turn out 
to be, animal vegetable, mineral or atomic. What 
1 want to do is build objects from lan of source 


Thursday 22nd January 

Flushed with the success of yesterday’s back- 
ground routine, J set about defining what I want 
to see on the screen, the control mode required to 
run it s and how I'm going to achieve this. I need 
to be able to move in all directions, fixe in all 
directions, dcmaterialEse, and select quickly 
which of these J want iodo, all from an eight- 
directional joystick and one fire but ion T I shall 
a tiempr to put this mu! ti rude of func rinns into the 
game without the use of windows, icons or mice, 
and only quietly muttering at the lack of foreughi 
to put two independent buttons on a joystick. 

Designed some more of the character set to 
show these various systems, I :tlsc think I've 
come up with the game name. As 1 was flipping 
through the dictionary for inspiration I came 
across 'Morpheus - God of Dreams'. It's about 


objects, like building a sprite house from sprite 


bricks and sprite windows, By using X arufV 
reflections and specifying an uttfkkl ‘depth' or 
1 priority a for each image. I should be able to get 
proper animation with objects passing behind 
others in the same sprite. It will have i a build the 
images in advance, say between levels rather than 
immediately as required ^ as combining up to 
eight images per frame of a sixteen frame 
sequence could take a lor of CP U wel lie. 



ii 


* . With the aid of a mega- 
soldering iron, pliers and our 
frustration brick we cracked 
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Wednesday 28th January 
Been thinking about yesterday's sprite combin- 
ing system, It’s important to think through the 
limitations df a system before writing it s in case it 
won't do what you want, li also gives me an 
opportunity to expand on the idea to explore what 
the system will do, HI have to resurrect my sprite 
reversal routine from Pffl*adrmd which produces 
the large robot pictures. Reflecting multi -col- 
oured images is not as straightforward as reflect- 
ing hi-res sprites. 

ST and I battled with some parallel communi- 
calions this afternoon to get the Opus talking to 
tfae C64. Wc had a rare collection of errors, 
including the C64 missing out bytes because it 
wasn't fast enough * the Cfi4 duplicating bytes 
because it was too fast, total lock-outs where both 
machines were waiting for cadi other* and the 
C64 only receiving one byte per millenium. With 
rhe aid of a mega-soldcring iron* pliers and our 
frustration brick we cracked it. We can transfer 
data at about one and a half ki loby t es per second 3 
which is the fastest the Opus ws 1 1 currently do, 
We should get it faster with our own dedicated 
routine, if ST wants to learn 8056 , ! don't. 

Apparently on the Opus you can print in io reg- 
round (ic everything stops until if 5 finished) or 
in background, that is you can carry on as normal 
and she interrupts routines just get on with it. 
MS DOS takes the January Mickey Mouse award 
for its idea of background printing, it accepts 
keyboard input at a magnificent rate of one 
character every three seconds while background: 
printing. Not what I'd call user transparent. 

Thursday 29th January 

Wrote a utility to read data from the Opus in 
ASCII format and convert it to machinc-code as 
it reads it. Since it keeps getting checksum errors 
because ii is missing bytes* I can only assume that 
Pm not getting back to read the next hyic quickly 
enough. The Opus is like a machine gun and 1 
don't have time to catch each bullet, polish stand 
place it neatly. I'll have to catch them ail in a 
bucket and tidy them up while if s reload ' 

Most frustrating because it very nearly woi 

Friday 30th, January 
Day off. 


“ . . . Further investigations 
reveal that a certain C64 
operating system delights in 
polling the key board every 60 1 h 
of a second, despite being told 
not to by me . . . ” 

Monday 2nd February 

Re-arranged my Centronics receive code to read 
a series of bytes at a time, stop transmission and 
decode them,. It still occasionally 1 misses" six or 
seven bytes. It either works perfectly or misses a 
whole lot, nothing in between- this suspicious. 
Further investigations reveal that a certain C64 
operating system delights in polling Lbe keyboard 
every 60th of a second, despite being told not to 
by me. This has only started since V ve been cal- 
ling the write character to screen kemal routine* 
CHRQU 1\ which must be enabling the inter- 
rupts again. How good of it to take Ids decision 
al] by itself! Thus my receiving successor failure 
depends on whether l gel interrupted while read- 
ing data. The interrupt lasts for so long that I lose 
about six bytes. With a verysm ■ il test file it scons 
about an evens chance, but a larger file would 
never get across intact . I can soon fix this* ju^t tel l 
the timer chip (the CIA :■ to stop screaming blue 
murder every 60th of a second, rather than just 
Slicking cheese in the system's ears to stop it hear- 
ing and responding. 


“ ... if God had intended us 
to use serial data, he'd have 
only put one bit in every 


Wednesday 4th r-ebruary 

One quick amendment to the receiver system, 
don't allow it to load data over itself and crash. 
I’ve done that with my C&4 assembler loaders a 
few times lids week. 

Some people may be saying “How can it take 
these people so long lust so connect two comput- 
ers together?' ' Whilst appreciating that it’s not 
exact Ivon rhe forefront of technology and one nf 
the selling points of computers is the ability to 
interface them to anything- just you try and" find 
someone who'll stand up and admit that they’ve 
connected two different computers together in 
parallel Many people *io the business 1 seem, to 
use serial links, but if God bad intended us to use 
serial data, he'd have only put one bit in every 
byte, As we Ve already discovered, serial linkage 
is no easier ihan parallel, is slower, and has a 
worse-defined standard- We have connected an 
Opus PC4I to a C. 128 in parallel using only infor- 
mation in the Programmers Reference Guide, 
some timi ng and circuit d i a grams of a Centronics 
primer and applied logic. WeVe now probably 
got one of the more advanced development kits 
in the country for micro software. 

i biLTsday 5th February 

Continued keying in my source code to the new 
assembler. It's mostly much more Versatile [hen 
the CBM one, but it docs have one or two 
inefficiencies. Whereas 1 used to type < or > 
signs for low or high bytes, 1 now have to key 
J Low 1 or ' High 1 in full, not even 1 Lo ' or A Mi ! " wi 11 
do. I'm also Warning to Use the new proper full- 
screen editor. Imagine a delete key that actually 
deletes the char acter under the cursor, not the 
one be lore it: how re vol urionary * it'll never ca ich 
on! I remember the IBM mainframe till 1 used 
to work on did that - a real home from home this 


Now that it appears to be working it also 
explains why it didn't work Iasi Thursday, which 
was a better system. Now I've changed it Vm not 
going back. Just like my macro assembler load- 
ers, it'll type am full-stops as it loads, except 
mine w il I allow load lug in R A M under the R OMs 
and protect against overwriting certain delicate 
areas in the machine. 

The Opus is now playing up, it refuses to Link 
some ZSOcode for my test file: it just crashes the 
whole machine. Perhaps it knows that iheC64 
wouldn't know what to do with it anyway. ' ! haft 
it, the Opus is emulating the €64 perfectly, n 
crashes! I only wanted louse Z80 because ST lias 
already keyed in sonic Spectrum rouiirwx- 


Tucsday 3rd February 

Completed work on my parallel data receiving 
program and tested it out by passing a test file 
down from the Opus, All appears good. Right, 
time to take the piunge ? retire the old C64, to be 
replaced by the new Opus PC, (I've been using 
ST’s Opus thus far), and connect it to the Cl 28. 
The M i a SSGt printer will have to go as well since 
shcrc just isn't room* Qpae 3 re big hcastics 
indeed , J ! ’he 1 5 70 disk drive can si t on top of the 
Opus, connect it all together* light the blue louch 
paper and bingo, a Grail gold Development Sys- 
tem. 

Got a quick tutorial from ST on using the text 
editor undMSDOS in general. So begins the task 
of rekeying all tha L I ' ve done on Mo rp heus so fur 
into the Opus, It's nice talking to a man's com- 
puter where software is written with no space 
constraints- a mere 492 K spare for editing files, 
another 392K on the RAM disk, two disk drives 
with about 360K each, and an opera ling system 
that docs what you want, when you want - with 
no fuss! Brings back memories of the old IBM 
mainframe {when it wps runnin g full tilt after five 
o'clock with decent IBM terminals and CMS), 

Three problems have since reared their ugly 
heads* S^sy script won’t load, so l can’t sec what 
I 'm going to type in on the O pus, and the old 1 54 1 
won't read any disks at all. it. knows it's being 
retired to the great disk drive home in the sky * to 
become just another ordinary brcczc-bloek. The 
third problem is the most serious though* the fan- 
heater's bust soil's blowing cold air all round the 
room, just like the Opac! Anything they can 
do. . , , 


► 




is, Finally got my utilities mil keyed in and my 
variables and macros. I made some improve- 
ments to some tacky bi is of code whilst re keying 
it sol wouldn't be able to check it against the orig- 
inal version when it's done, very dever I don't 
think. If anything goes wrong i til be harder to 
find the errors. If* great being able to put huge 
comments in the code ~ on mn 80 column screen 
it still looks tidy, It was impractical To get carried 
away on the C64 as it hampe red loading I imc and 
took up too much space. All the source for one 
game used to take over 500 blocks on a disk 5 or 
about 12GK. 

Initial timing tests show that to assemble and 
download my utilities takes about half a minute* 
not fast by any means, bin rami ared to about five 
minutes on the C64 it's great. It'll be interesting 
to see how long it takes on a finished program r 
which used to take the best part of half an hour 
on the C64. II it's Mill ten times faster IFIl only 
take three minuted 

One thing about the assembler is that it really 
goes to town if it finds an error. It usually man- 
ages to find at least five things wrong on the 1 me , 
just from one letter being mis-keyed* i f it only 
primed foil r error messages it + d probably prin t a 
fifth moaning that it could only find four things 
wrong l 

A final piece of good news, the fan heater is 
working again, 

" . . . due to a certain wire not 
being connected at the Spec- 
trum end, the Opus thought 
that the Spectrum had run out 
of paper ...” 

Friday 6th February 

Feeling rather ill today, built only hurts when I 
move. Struggled in to work and keyed in all the 
remaining source code to the Opus, assembled it T 
corrected all the typing errors, assembled it again 
and booted it down to the €128. hall licks over 
very nicely* 

Spent much of the afternoon looking for the 
bug that caused the sprites to flicker horrend- 
ously. Finally found itj Fd just mia-reau one 
character from one screen while typing on the 
other, 

ST found out why the Spectrum won't listen 
to the Opus whereas the Cl 28 will, it’s a good one 
this. Since the Opus thinks it is priming |o a 
printer, and our micros are impersona ting print- 
er^* due to a certain wire not being connected at 
the Spectrum end, the Opus thought that the 
Spectrum had run out of paper! Thus it wasnT 
sending data across. A simple soldering job cured 
that and the two are now h app ly communicating, 

1 1 opefuily by now some of you will have played 


the Competition Edition of Pamdroul in the 
Christmas double pack. Being 50% faster than 
the standard edition, it certainly plays a lot more 
furiously . I discovered how to make Paradroid 
run fast after I finished AlkyktfL l was experi- 
menting with the double-speed CPU in the C 12 8 
which is an adaptation of the 65 ID, called the 
8510, It can run at ,l clock speed of 2MHZ if 
required . but normal! iy it runs at lAtBzforC64 
compatibility. 

Upon further investigation, I realised that the 
65 1 0 presen l in all C64s could also be cncou raged 
to run at this higher speed by use of software; I 
have produced a BASIC listing to allow you to 
apply this discovery to your own software. Just 
key in the program and save k to tape or disk* 

, RUN it, and then NEW k. finally load in any 
game from cassette, Once loaded, it will run at up 
to double normal speed, prepare for a megadasi 
game! Since the 6510 Accelerator upsets disk 
loading speeds, it cannot be used to speed up 
disk- bai^d software yet* but J am working on a 
solution to this. 

By the way, line 90 contains some cursor com- 
mands in quotes. The PRINTcd line is 3 cursor 
downs* then NEW, then three cursor ups to put 
the word NEW on the CURB EN T line j ust to 
remind you to NEW the program. AH you do is 
press ENTER, 

Monday 9th February. 

It's btena slowday v Began by writing some more 
notes on the sprite combining system. I suppose 
the id ca came from read ing about "Blitter 1 e h i ps , 
the way you just point them at up to three sources 
of data* one destination for the finished data and 
tell it. what logical operations in perform, and it 
does h. It can do anything from simple data 
copies to complex object plotting. Wish there was 
a blitter in the 064, 

Now that I have a game name 1 can begin think- 
ing about title screens. Tve re-arranged some of 
my large character set to allow it to be used with 
my moving background system. I shall also need 
a snazzy high-score table of some kind. 

! ue&day l Oth February 

Got to grips with the multi-layered grid that 
moves at different speeds, done with characters, 
Sadly it ducsaTt have CPU time to build and dis- 
play it m real Lime, and not even at half-speed,, 
doing half of the grid on each cycle. Ii is a nice 
effect thouLti, so I'll have To work out another 
way of displaying ii . [e’s a lot faster to debug with 
the source cede in front of you on one sc men and 
the game running on another. 

Redrew thcam^-lettered character set and the 
game logo that will appear on-screen during the 
game to make them easier To read. It's the first 
multi-colour resolution character set that I’Ve 
evcrdoM* sltfryJhrr wa$in hi-res but with a fancy 
Aiari-emula Lion system to make it look like more 
Dolours, 


11 . . , I hate iine numbers! 
They were only invented for 
punch cards so if som^ - 
body shuffled them you could 
sort them out again * * . ” 

Wednesday llih February 

Reorganised yesterday's gridnJrawing routine so 
that it calculates all the animation frames in 
advance and can then display them at any speed. 
Thus it takes very little CPU time to display and 
gives me time to run the moving blobfield and 
thirty-i wo sprites . Of course it does take an extra 
♦K of mcmor) r - you don't get something for 
nothing. The constant battle is always time 
against memory ; you can write a routine That’s 
fast but takes a lot of memory* or write it to take 
less memory but It executes a lot slower. 
Re-arranged the character set (again) to group 
together ail the pieces that arc similar in what 
they will do . This is so that anything such as col- 
lision detection needs only to cheek a range of 
codes, not a series of individual codes dotted 
around all over the place. 

T ried to think of a neat way of dematenalising 
the character set that hasn’t been 
used , . . failed. I could switch in a dew charac- 
ter set, or a raw sc reen s or both. Maybe a L r ridiuj« 
dreadnought dissolve would look nice. 

One thing about our new Gpat* the editor has 
no line numbers. Great, I hate line numbers! 
They were only invented for punch cards so that 
if somebody shuffled them you could son them 
out again. This is the 1 9BQs, and we don't use 
pu rah cards on the 064*50 why do we have to sufr 
fer line numbers? Mickey Mouse award for the 
Thirteenth Century goes to the inventor of line 
numbers^ especially in BASIC programs, 

Thursday J2th February 

Wrote (on paper) and keyed in an object block 
plotter;, which plots blocks of characters on 
screen with which I shall build a sort of mini- 
dreadnought. This is the ship that the player will 
fty fc At biggest it could be twenty-seven characters 
wide by am-n-nioeteen high! Should give the 
pjayer a feeling of su periority * T ve got the 1 Player 
X 1 words and the game logo put on screen usi^ g 
this block plotter, as well. Looking at it now I 
reckon I should put the moving grids up using the 
^ame plotter , which will save on code. However 
it can only handle the first 1 28 characters* 
because I use the top bit as an aut-afenl umn ihg. 
The grid uses higher character codes. 

Took some screen shots this week* but the pro- 
cessor always takes at least a week to do black and 
white so HI send them to ZZAP! next month. 
Since our printer has been disconnected for 
taking up too mu ch room on the desk* thi s diary 
will have to go home for printing. 
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STARLIGHT EXPRESS 


You and your opponent engage in a bit of Kendo fighting: one stage in 
the Samurai Trilogy 


MORE GAMES 
TO GET YOUR 
TEETH INTO 


Meanwhile over on Arlola soft's 
Sta rlight label comes t he futurist ic 
Dogfight 3W7, a 3D wire-frame 
shoot ’em up with a vertical split 
screen that reveals the two sides 
of the action. Fast 3D vector 
graphics, real time one or two 
player action and an amazing 
soundtrack from We Music are all 
planned for the new game. 

Dea thscape is an other Star! ig ht 
game under production, in which 
you take the role of one of the elite 
Sol Fed pilots. At some point in 
Ihatr lives, all Sol Fed pilots engage 
in a Deathscape battle: A peculiar 
way of settling political differences 
between the Sol Fed and their 
sworn enemies - the Vargs, Usu- 
ally there are standard rules which 
both sides obey - only this time 
the rules have taken a turn for the 
worse. Yo u are not only faced with 
one foe, as in a normal batt!e r but 
a whole marauding fleet of Varg 
ships. Fight for your freedom and 
the salvation of the Sol Federation 
while you listen to Sen Dalglish's 
accompanying soundtrack. 


During in April Starlight will 
release a 3D arcade adventure 
game dubbed Greyfell - the 
legend of Norman. Norman is a 
simple pussy cat . . . but with a 
passion for danger. Greyfell tells 
the story of Norman's quest to 
locate the Orb of life to release the 
land of Greyfell from the odious 
gnp of the evil Maumn, Greyfell is 
currently undergoing the final 
tweaking by the programming 
team. Cornucopia Software, and 
should be in the shops by April 
priced at £9.99 on cassette and 
£14.99 on disk. 


With a Oriental temple as a backdrop yet more fighting for the supreme 
trite of Samurai War Lord, 

MORE NINJAS FROM GREMLIN 

Not content with producing two ninja orientated games, Way of the Tiger 
and Avenger, Gremlin are releasing a new game called The Samurai 
Trilogy - which contains a triple dose of the martial arts. The action takes 
place deep in the Orient as you attempt to claim the title of Samurai War 
Lord. Three opponents have to be defeated at Kendo, and three more at 
Karate before the player can actually attempt the Samurai fencing chal- 
lenge. 

Your opponents are introduced with a tew biographical notes which 
heips to assess their weaknesses, and an etement of strategy comes into 
the g^me-ptey: you have to allocate your resources to a set of attributes 
and train for each fight. 


MASTERTRONIC ARCADIA 


Mastertronic have recently 
announced that t hey are going into 
the arcade business - they are 
accomplishing this via a sub- 
sidiary company, Arcadia Sys- 
tems Inc. Work is Currently being 
carried out on a handful of game$ r 
and the first three should make 
their debut in New Orleans at the 
end of March. Mastertronic aren't 
planning to move any existing 
computer games 1 up 1 to arcade 
machines - previous attempts by 


other companies proved less than 
successful {apparently Boulder- 
dash made an appearance in the 
Japanese arcades along with a 
Defender clone that started life on 
a home micro, but neither game 
proved very successful in the coin- 
op world). 

Obvious ly p li cences will be avaH - 
able for Arcadia games, and Mas- 
tertronic may well end up produc- 
ing versions for home computers. 
More news when we have it . . . 



Snappy software house Piranha 
have announced that no less than 
seven new titles are in preparation 
for the Commodore - mainly TV 
and comic licences. Trapdoor II is 
[he follow-up to the immensely 
popular Trapdoor featuring that 
loveable blue blob Berk, Once 
again desi gned an d writ! ©n by Don 
Priestly, the sequel promises to be 
lots of fun. 

Rogue Trooper is fighting his 
way into the 64 at the moment - a 
3D arcade adventure involving a 
fair bit of killing, has appeared on 
other machines and should be 
ready for review here shortly, 
Judge Death is another character 
from the pages of 20O0AD who is 
due lo make an appearance m a 
Piranha program, and also from 
the comic world comes Roy Of The 
Rovers. What form the game will | 
lake is still undecided, as in recent 
episodes Roy appears to be more 
concerned about the tints in his I 


hair and the lightness of his jeans 
rather than football! 

From the cartoon world comes 
Yogi Bear , sure to feature big, col- 
ourful graphics and a bigger sense 
of humour. Can you bear the wail? 

Delta 4 are developing a spoof 
adventure based around The 
Great American Detective: it's 
likely to be called PI and should 
be with us by the end of Spring. 
Finally there’s Ba ffte — an Imagi- 
natively-titled game about a bat- 
tle .. . 


PIGGY 
ANTICS 
FROM CRL 

Much attention seems to be 
focused on comics, in the current 
rush for licences. CRL have snap- 
ped up the rights to OINK!, a 
bizarre publication featuring, 
among other things, the whacky 
goings on in the pig world In th© 


game planned by CRL, you'll fake 
Control of OlNKfs Editor, Uncle 
Psgg, as he desperately attempis 
to get an issue together. He's got 
to cope with the likes of Rub- 
bish man and Pete and his amazing 
Pi m pie. At the en d of the day U nc le 
Pigg is awarded a new position on 
the OINK! staff ranging from 
Teaboy to Managing Editor, 
according his success factor. CRL 
are also almost ready to release 
the long-awaited Cyborg - a full 
review should appear next issue if 
all goes welL 


ZZAP! ERRATUM 


In the rush to the printers last montti, someone forgot to add the Sizzler 
logo to Julian's review of Football Fortunes. So, to make up for It, here's 
a DlY cut-out and keep Sizzler award sticker. Cut around the dotted lines, 
add some glue and plop the Sizzler sticker you’ve just made on the 
review in last month's issue. Done that? Good - Sorry CDS? 
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HEWSON GO 
HOPPING MAD 


Hew&an's next release for the 
C64, eart^rartia, is a Gauntlet vari- 
ant with amphibian overtones. 

The plot is based around a Sor- 
cerer’s apprentice called Mervyn 
- who, whilst playing around with 
an aphrodisiac potion, unwittingly 
changed himsetf into a Frog, This 
proved quite fortunate though, 
because at that very moment Mer- 
vyn 's dungeons were invaded by 
hordes of evil Wizards and their 
minions - ignoring the amphibous 
Mervyn. the Wizards took over the 
dungeons and killed the frail old 
Sorceror, 

Mervyn 's task Is to travel 
through the eight level dungeons, 
killing off the opposing Wizards 
and collecting their magical runes. 


OCEAN 
HAT TRICK 

A sightly bizarre 3D arcade adven- 
ture. Head Over Heels is due from 
Ocean any day now. 

Created by Jon Ritman and Ber- 
nfe Drummond, who brought such 
Classics as Match Day and Bat- 
mart to the Spectrum, Head Over 
Heels features two characters 
from lha planet Freedom - Head 
youth and Heels Foot. TTie two 
races that populate the planet 
Freedom enjoy a symbiotic 
relationship -the Head creatures 
form a composite animals with the 
Foot beings by perching on their 
shoulders,. Unfortunately, on their 
latest adventure the two heroes 
have been separated and cast into 
two cells on the evil planet of 
Blacktooth, 

The objective is to reunite Head 
and Heels, solve a series of puz- 
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The runes can be swapped for 
spells at special points dotted 
about the playing area, and! 
improved weapons can also be 
obtained to help Mervyn in his 
quest. 

Ranarama foil o w$ a f I ick-screen 
Gaum/e? format. The screens are 
divided into rooms that may con- 
tain generators or mystical floor 
Glyphs. The inside of a room can 
only be seen once it has been 
entered {Paradroid style). 

Ranarama should arrive In the 
Z2APE office well in lime for a full 
review next month, and should be 
on sale shortly for the spellbinding 
pnce of £8.95 on cassette and 
£12.95 on disk. Magic. 


zles and then head for home - 
alternatively they can attempt to 
steal the crown from the 
Blacktooth Emperor, or they can 
go the whole hog and steal not 
only the crown of Blacktooth but 
also the crown s from the four slave 
planets of the Blacktooth empire. 
Head and Heels’ adventures take 
them across the five planets in the 
Blacktooth Empire - each planet 
has a different graphical theme but 
they’re all displayed in a similar 
ornate 30 perspective. Head Over 
Heels is expected to emerge from 
Ocean sometime this April at 
£8.95 on cassette. 

Folio wing the success of Top 
Gun, the film, Ocean are releasing 
an air-to-air combat simulation 
featuring two fighter planes, dis- 
played using the wire-frame 
technique. Battle it out with the 
comp uter or a friend to dec ide w ho 
becomes the Top Gun. The screen 
is split vertically to show the action 
as viewed from the cockpits of the 
two planes. Out soon at the top- 
ping price of £8.95 on cassette. 




Ariolasoft are on the verge of a 
couple of releases, The first Is the 
long-awaited Challenge Of The 
Gobots „ taken from the Hanna 
Barbers cartoons. The Byte 
Engineers, comprising Tony 
Crowther, Keith Blake and Ross 
Goodley are the team behind 
Gobots , which takes the form of a 
horizontally scrolling shoot 'em 
up. The game-play sets the player 
tn control of the goody Gobots as 
they attempt to contend with the 
evil opposition of the enemy 
Gobots. Gobots -On theMoebius 
Strtp is due out soon on cassette 
for £9,95. 



MONTY'S STILL RUNNING 


Calling all platform freaks! Monty 
Mole, nero of Wanted Monty Mole 
and Monty on the Run is heading 
for more adventures in his latest 
epic Auf Wtedersehen Monty from 
Gremlin Graphics. Monty is still 
on the run from Inter mote, and now 
they've caught up with him In Gib- 
raltar where Monty has taken 
refuge following his jailbreak. 
Monty needs to raise enough 
money to buy a secluded Greek 
island - Montos. Travelling across 
Europe, Monty has lots of tasks to 
complete: the Mona Lisa has to be 
stolen and sold, a oar repaired and 


entered in a Grand Prix - and a 
Swiss bank account opened to 
stash all the loot earned for these 
little chores . r . 

Auf Wiedersehen Monty is 
nearly complete, and has been 
written by the original Monty 
creator, Pete Harrap - it s your 
last chance to see the Mole in 
action, so you’d better start saving 
up now! Don't expect an easy 
game, thought Pete's put together 
some super-tricky puzzles and 
pixel- perfect leaping is the order 
of the day- 










MURDERCLUB, but be careful 
you could end up. mm m 


"YES. IT WAS A 
DARK AND STORMY 
NIGHT,, A PERFECT 
NIGHT FOR MURDER” 

"I H^rcule Holmes, had gotten 
used to nights like this. As the 
world's greatest detective and 
resident house dick of the 
infamous Gargoyle Motet, I've 
made a living looking far the 
subtle signs of impending foul 
play. Gloomy weather, blood 
curdling screams, gunshots, 
empty bottles of poison, bodies 
Tumbling down stairs, a 
mutilated corpse or even an 
wuwjf Idifig maniac might slip 
light by the untrained 
private eye, But to a master 
sleuth like mysdf. these 
telltale signs can only 
mean one thing. 

The Murder Club 
has just 
■checked ini 


I 1 

- mt. i . f 

F~\ 

1 1 


i m 



The Murder ClubT Ye*, the Murder Club! Five of |he 
world s bestselling murder mystery writers who 
transpose theii fictional pulp plots into real -life murder 
and mayhem. Once again then have convened for thrir 
annual reunion here at the Gargoyle Hotel And once 
again the dark, damp halls will echo with the cries of 
Don't shoot*; Tv* been poisoned!; 'Who subbed 
me?', Tve been shoftsheetedi; and “Who took all the 
hot water?' Yes. with the Murder Club as tonight's 
guests, more than the plumbing will be amiss!" 

Each member of The Murder Club will try to bump 
off the others and Gay down claim to the crown of 
World's Greatest Mu-rde rer'_ but it will not be a piece 
ol quithel Fot these brilliant criminal minds must 
match wits with moi. Hercule Holmes! 3 have only 


(J 1 Gold Ltd., Units 2/3 Halford Way. Holford 
Birmingham Bb 7AX. Tel: 02| 35G 3388 


until midnight to discover the would-be murderer, 
victim, murder weapon and the scene of the crime.” 

At my disposal will be every imaginable piece of 
high lech c rim estopping gadget ry known to 
slcuthdom: mink am eras, hidden bugs, even wife taps, 
yet all these modern electronic wonders cannot replace 
my inherent ability as a bgrn detective.,, instincts 
passed from gEn a ration to generation in the Holmes 
family 

Therefore. I accept the challenge. 1 will uphold the 
family honour? Before this night is over S will prevent 4 
murder or be murdered trying! If I fail, one of the 
Illustrious members of the Murder Club will surely be 
killed,,, yes Killed Until Dead!" 


C&M64/I2S 

tape 19,99 
«r*£ 14. M 

SPECTRUM 4SK 

Jape E8.J9 

AMSTRAD 
tape f 9-99 

di*k €14.99 





ALIENS 


Electric Dreams, £9,99 cass, £14,99 disk, 
joystick with keys 


lien is back . . . and this 
time it's not alone! 

Ripley, the only survivor 
of the doomed star freighter Nos- 
troftio. is picked up floating in 
deep space. Woken from the sol- 
itude of her hyper sleep-capsule, 
she is taken to a giant comply 
high above the Earth. There she is 
interrogated by disbelieving offi- 
cials about her tale of parasitic cre- 
atures, capable of growing within, 
and eventually consuming, their 
human hosts. 

By now, the remote planet upon 
which the crew of the Nostromo 
first encountered the Alien has 
been peopled by space engineers 
and their families. When contact 
with them is lost, it is Ripley who 
reluctantly agrees to lead a select 
team of marines to investigate 

Ripley, the erratic Gorman, 
Marine Hicks, Bishop the android, 
Vasques (the feminist Ram bo), 
and Company man Buri^O, have 
blasted their way into the col- 
ornate base. The operation is co- 
ordinated from a MTQB (Mobile 
Tactical Operations Bay) set up 
near the craw's landing point. You 
con hoi individuals on the team 
from the security of the MTOB - 
directing them towards any part of 
the base or ordering them to stand 
and fight against the Aliens. The 



This is really quite 
good. There is a 
nice tense 

atmosphere gen- 


erated as you 
progress toward the Queen's 
chamber, and the Allens come 
thick pnd fast- The graphics 
are good - not exceptionally 
eye-catching* but functional. 
The backgrounds scroll 
quickly and the Alien charac- 
ters work fairly well, but the 
crew portraits are disappoint- 
ing; □ digitised! picture would 
have been much neater. The 
lack of a decent soundtrack 
also lets it down - background 
music or the sound of 
heartbeats would have helped 
generate: even more atmos- 
phere. Aliens could have been 
better, but should still provide 
a good few hours of Alien 
blasting. 



Marines are equipped wrth video 
cameras and smart guns that fol- 
low the gun sight that appears on 
the viewscraen - the camera car- 
ried by the Marine under you con- 
trol generates the main dtsplay on 



v 


Not an Allen: in disguis o , but a harmless 
child Cdtlfrd Niwt 


and extremely helpful 


the control console, and can be 
panned around the curie nt loca- 
tion. 

Progress is made by passing 
through a series of corridors and 
rooms, inter-connected by doors 
that may be unlocked, sealed, or 
blasted through. However, once a 
door has been destroyed it offers 


_ 



no further protection against Alien 
intrusion. 

Aliens move about the base, 
leaving bio-mechanical growth in 
their wake. If this is not cleared, it 
grows to close exits, block entr- 
ances and spawn Face Ruggers 


Aliens surpnses 
me - it's the first 


"7 Ytf'-'r-j in the armoury nq 

V Ripley* £ yu-r^hl 





’* 

17 . , ^ 

* y- 


m he -in j ve 
* seen that aclu ally 

^ captures the 
flavour of its celluloid counter- 
patri The action doesn't con- 
tain enough variety, but It Is 
atmospheric and engrossing - 
although the overall effect 
would have been enhanced 
greatly by the inclusion of a 
heartbeat and radar blip (in- 
stead of the hum). Strategy 
doesn s t play a great part, but a 
fair bit of forethought is 
required to synchronise the 
movements of the team 
through the complex - and 
keep them a live t There are a 
few things about Aliens that 
irritate me though. For exam- 
ple, the six characters all 
behave exactly the same - it 
would have been better if they 
had the if own personality and 
c ha r cter istics . Also, B isbop 
the android tires, but he 
shouldn't - he is synthetic 
after alL Still, these are minor 
gripes - congratulations to 
Electric Dreams for succeed- 
ing in an area wh^re so many 
other companies have failed- 
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lugger talc on a f on cy io flippy- iolo show Its aftac * 
tlcrn It taaps at hnr face, In an attempt to Impregnate 


h*r with Allen 



corresponding status bar turns 
yellow. Survival then depends sol- 
ely upon the destruction of the 
rd Allen bv another 


guard Alien by another squad 
member, Should a rescue attempt 
fail* or not be launched, the captive 
squad member is quickly impre- 
gnated w4h an Alien egg, and (heir 
status bar turns purple or pink. 
Death follows rapidly , . . 

Ripley's task is to pass through 
the base with as many of her 
squad as possible and reach the 
breeding chamber of the Queen 
Alien, Though your main aim Is to 


reach the Queen's Chamber and 
destroy rts occupant, vital pads of 
the base musi be defended; the 
Armoury that supplies the ammun- 
ition, to which each character 
must periodically return; the Con- 
trol room, that provides lighting; 
a r id i he General i n q room , that pro- 
vides light and power^ are a!» vital 
to your cause. Without them, your 
ultimate task fe hindered . , . if not 
rendered impossible. 

As you move from room to 
room, watch out for the little girl 
Newt, the only surviving colonist. 
She may attempt so hiete, but cre- 
dits are earned when she is spot- 
ted. 


After a vary brl«f g&statlon period, the Allen egg Inaida Ripley’s 
stomach has hitched find resulted in in ynwarttod Allan birth 




and Eggs. Aliens attack on sight, 

tedi 




iheir presence being indicates by 
the high pitched note of a proxim- 
ity meter. The further the Marines 
pass through the base, the more 
active the Aliens become, 

Smart guns are used to cut 
through bio-mechanical growth, 
to blast Jocks and doors and lo 
destroy Wiens - a well-aimed shot 
to the head, or several to the body 
disposes of an intruder. 
Remember, the Company pays 
credits for Alien corpses. Use your 
weapons sparingly, as ammuni- 
tion is limited and can only be 
replenished by dangerous, time- 
consuming ventures lo the 
Armoury* And be warned, the 


acidic blood that dying Aliens spill 
Is fatal - don'i attempt lo pass 
through it. 

Life status bars appear on the 
MTGB console for Individual 
squad members to indicate their 
stamina reserves - these are 
depleted by every move they 
make. Should the status bar begin 
to pulse beneath a squad 
member's name, exhaustion is 
approaching and rest ss Ih® only 
alternative to death. The number 
of the room each Marine eurrenily 
occupies appears by the status 
bars. 

A crew member confronted by 
an Allen has lokHI it immediately - 
or face capture, in which case- the 



Film tie-ins have 
been the worst 
lypn qf computer 
$ ' program - bad 
game piny and 
terrible execution usually fall 
lo capture the atmosphere of 
the film. Aliens, however, fe an 
okc ftp l ibn_ 1 1 r s. estci ling to pi ay, 
and captures the film's atmos- 
phere very well. The game: play 
is pretty tough going, and n 
few tactics have to be worked 
out if the mission is to be 
□ctomplishcd. Even though 
Aliens good, there is still 
room for improvement - good 
sound (like Iheblap, blap noise 
of the trackers in the film) 
would have given the game an 
incredible atmosphere. A 
really annoying niggle is the 
keyboard layout — having Mj as 
a quit key is a stupid idea, 
e specially as ETs right next to 
t lie space bar wh i ch gets p res- 
ted n lot during the game, 
Apnrt from these defrncfEons, 
Atersrvis the best film' tie-in lo 
date - and a good game lo 
bcoL 


PRESENTATION 66% 

Useful map supplied, bui no 
demo mode or options* and the 
rested key is awkwardly 
ppsiifronftd, 


GRAPHICS 81% 

Effective room interiors and 
Aliens, and somn neat visual 
effects 


SOUND 27% 

Very limited; no music and few 
spot fifteen.. 


HOOK ABILITY 81% 

Easy to gni into, and the action 
makes repeated play c ampul 


LASTABILffY 76% 

Enormous complex to explore 
and a strong urge to 'gel even 


further this time 1 


VALUE 76% 

Slightly overpriced, but fans of 


the- film should be satisfied 


OVERALL 81 % 

The bast film be- In lo date, and a 
good game to booh 



= 
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ArioJa soft/Radar soft, £9.95 cass, £14.95 disk, joystick only 


- . • #, 


! n*TF'l TT 


PRESENTATION 78% 

Unusual control method, wtlich 
takes time totninin, and lots of 
instructions. 

GRAPHICS 61% 

Generally fair with some neat 
touches. 

SOUND 59% 

T wo l unes - one bare !y bearable, 
the other pleasant. 

HOOKABILITY 42% 

Tricky to grasp the serving 
lechniques- tots of reading and 
mistakes to be made before any 
form ol proficiency is gained. 

LASTABILITY 62% 

Mol Overly viin^i, bet quite 
rewarding - if you can be 
bothered to gel to grips with the 
control method. 

VALUE 50% 

A lot to pay lor the ‘ pleasure of 
computerised hassle, 


0 n gi nal , but I acki ng instant app 
eal and lasting satisfaction. 


a time limit. If Floyd tails to meet 
this deadline, or the customer gets 
annoyed and hurts abuse. If this 
does not hurry Floyd along, then 
the customer hurls something 
heavier at Floyd's head, and then 
leaves - somewhat disgruntled at 
the poor service. The damage 
caused by this assault must be 
repaired, wasting even more of the 
serving robot's valuable time. 

Standards are high in Floyd's 


T ired of cleaning oul the sew- 
ers, Floyd the droid has 
been refurbished &nd sent to 
work in the more hygienic atmos- 
phere of a BIG (Big In Gastronomy) 
kitchen. Here he attempts to prove 
himseJf capable of coping with the 
hustle and bustle of a busy fast- 
food restaurant, where the orders 
are coming in thick and fast. 


No mMafng 

J . about here -* 

dnrd fife you're thr o w n 

BUM! ri 9 ht in at the 

deep end. 

Whether you understand it or 
not, the main problem la work- 
ing out a logical order In which 
to complete the tusks* arid 
where they can be dona moat 
efficiently. Slowly, the game 
begins to reveal Itself t and 
after consulting the Instruc- 
tions several times, the essen- 
tial jobs such as selecting food 
and preparation can be under- 
stood* Unfortunately that's as 
far as I! managed to get - the 
instructions are somehow 
incomplete. The customer 
orders do land to pour in a bit 
fast* so It's difficult to keep 
track of what you're supposed 
to be doing. If you're prepared 
to persevere with this, it may 
prove interesting - but don't 
expect too much From It 


(ftf 1 There's no deny- 

f V 'JM Ing that this la 

■H original, but it's 

cver-compH- 
caied . . . and 

very dull with If. The problem 
K« In Floycfa control method 
- if s extremely difficult to get 
him to do anything you want 
him to. The long-winded 
instructions don't flu Ip, and 
frustration sets In after a 
couple of goes* If* a shame 
realy - there's some quite 
reasonable graphics and 
sound here, which are let 
down by the fru strati ngly fiddly 
gameplay* Look elsewhere W 
you'm after an enjoyable and 
addictive game, 


business. It is fully fitted with all 
the latest In modern conveni- 
ences, and has heaps of storage 
space. There's -also an overhead 
view of the units, showing if hot- 
plates or sinks are in use. Above 
this there is a view of the serving 
counter which shows customers 
arriving. As they sit down, their 
order scrolls along a message bar 
and is stored in Floyd's memory* 
allowing you to keep track of the 
meals which require preparation. 

Floyd has to be guided through 
every step of the meal's prepare- 
tion, including finding the ingre- 
dients, cleaning, cutting and cook- 
ing, Memory is not "our hero's 
strong point, but he can be taught 
how to Cook up to three different 
dishes, and the next time these are 
ordered Floyd is able to execute 
them on his own r 

As orders begin to accumulate, 
meals have to be prepared within 


iK-' Brad the Instwc- 
flora for The Big 
Deaf and you can 
B immediately tell 
that M la gtring to 
be ttka - frustrating! Tran are 
an Immense number opera- 
tion* to be carried out, all 
made worse by the fact that 
you are tinder pressure to 
serve the customers that 
arrive at a hectic rate. I don't 
find ttiie sort of game enjoy- 
able - tt merely mimics the sort 
of h assle we e*n all do without 
This is a pity because the game 
is welt Implemented and looks 
very smart Let 1 * hope Floyd ill 
gets his act together. 


Poor old Floyd's not totally auto- 
mated though, and he still needs 
help In completing his tasks - this 
is where you come in. Floyd has 
many operations which are acces- 
sed by using the joystick-operated 
menu system. 

The kitchen is pictured at the 


company, and slacking is not tol- 
erated. Repealed failure to pre- 
pare orders in time results in Floyd 
receiving his cards, and the game 
ends with our hero joining the 
ranks of the unemployed. 


bottom of the screen and scrolls 
with Floyd as he goes about his 
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Your Ticket 

m m mm%m mm Sf 

In Sports 


Every Gamestar simulation is as real as the 
sport itself, from gameplay to strategy to 
graphics. So winning the championship 
won't be easy. If it was, it wouldn't be 
worth it 


For the very best in sports-the 
excitement, the challenge, even the 
cbampionship-Gamestar is your 
ticket. 




When was the last time you had the chance to attend 
a championship sporting cvent-or better yet, play in 
one? Gamestar’s series of outstand ing sports simu* 
lotions give you that chance. M a ke the playoffs. 

Play in the final round at Pebble Beach. 

Compete against the top teams. 


SMtcsn/r* 






il order catalogue involved, j u\. l use the prices quoted in the 
known retail price. Should you have airy queries on prices, j 




Retailers don t always have r:uoryviiii| in stock you might want, but if it & within our 
power to get it tor you, then we wrft ANY rrf thf software reviewed in this OR ANY| 
issue erf ZZAPf can bo ordered by using the ifafm below: 

Bin to avoid d^;jppoSmmr^ni, please ring first to check availability of uvtbrstialitotits! 
ZZAP! Mall Order is backed by the resources of Newsfield Ltd, publishers of fhte 
magazine p CRASH and AMTIX, which has b«*h supplying mure than 150 ,000 computer 

J J i A. lab JLjfll— L - Mm _ Jk Sjk J-l JL4 - ■ ■ 'H b — bU. ML M. — _ . M J4 - . JL JL __ 'I— _ Jl . . _ J— Mm. £ -b. . JB. — - - K J. Jt _■ £ Z .UkL J— J! b «U ^ 


the number .buwn on the forrn and our Staff will ;idvhe you. 


DISCOUNTS GALORE! 

Anyone may fake advantage of the discount coupons on the form - £1 off orders 
worth more than £? 0 , and 50 p off orders worth more than £ 10 . Additionally. ZZAP! 
Subscribers are automatically entitled to Further discounts on every item ordered . We 


make no charges for p^sl and packing (within the UK.', 
Nothing could be simpler — fifl in the form today and 


whatever you like 
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ZTAPt MAIL ORDER FORM 

Telephone Ludlow (0584} 5620 




Please send me foe following items; 


SPECIAL DISCWW 

£1 off any order worth more than a^u 
50o off any order worth more than £li 

™ _ only ONf 


sub-total £ 
less discount £ 
Tol&l enclosed £ 


Title (BLOCK CAPITALS please) 

Software House 

Disk/cass 

Amount 


























PLEASE NOTE Same software reviewed may not bo available until its release date, If you are in any doubt 
about availa bility, please ring first, We cannot be held responsible for decays resulting from late or non-release 
of titles when previewed before their official release dates were known, 

All prices are as quoted under review headings or known retail prices and include VAT. ZZAP! makes no 
charge for post and packing instdc the UK. Customers in Continental Europe should add the equivalent of 
70p per item ordered. Outside Europe, please write first so that we may advise on postage rates. 

How to pays pan make cheques or postal orders payable to HiWSFliLD LTD. If you with to 
pay by Access or Visa pleas# fill In the form below. Please do not send any coinage. 


Name 

Subscriber no, {if applicable) 
Address 


Postcode 


Please Debit my Vita/Access Account, 


wish to pay by Yisa/Access (delete as applicable] 


E3 


Signature 
Please charge my account no- 


Expiry date 


ZZAP! MAIL ORDER, PO BOX 10 , LUDLOW, SHROPSHIRE SYR 1 DB 

Please do NOT enclose this form/payment with any other correspondence to ZZAP! Marine editorial, as 
it will only delay processing your order and may result in loss. 
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fnren wlfh the challenge 

from a time bevondrecafU 
an age when chivalry and 
honour reigned supreme or 
even the Wild, Wild West 
where men were men 


GUNSLINCE 


palates of the Middle l ,ist and age rrtd encampments of 
bedouin tribesmen, cane a warrior rate feared by an that fled 
Defore them Outstanding horsemen, fearless in battle driven 
to destruction by a Holy fervour (tie Saracen warnorwas the 


a warrior race 


a class of lemon* 


iany gathered together In a united cause to defeat this foe 
Thus the crusaders were formed and one m particular. 


and for all. Ana so we see chronicled the Holy wars an 
eternal struggle of bloody encounters between 
these warring factions and within thrsail action 


Bom to a life in a world of gloom, to a people 
stricken with terror in fear of zangnm the ev ii 
warlock and his murderous minions the future 
does not appear to hold much hope 

'Kin ages past in a time when the magician 
: | .nc.»' protected this land: life was good rood was 
m Dful and t he people happy Happy that is until 
iheiiUof the ageing Anakur proved no match for 
inertia magic powers of Zihgrtm whence the 
undhr magician found himself banished within the 
Ktnfred bodv of a mammoth swamp monster: From 
twre he has surveyed the destruction of this once 
beautiful land, powerless to act or defend its inhabitants 
FU! Kwithatl evil there isa secret to its undoing the 
lYwcencecf youth, the might of good 

legend would have it that you ve been blessed with these 
qiiii'ta but do you have (he courage to meet the challenge? 


'WiUEW li nz pi i yriitf IIJH ill 1115 UilLUC tV UftlQIlKT 

the Saracen horde and their charmed fortress 


Dust off your lev* grease down vocirsaoutis here's a saddle 
sore adventure straight from the annals of classic Wild west 
Nstotv As retired lews Ranger Kip Starr your bravery and 
cunnmg Is once more called into action to rescue a friend 
from his early grave as a result of an unfortunate meeting 
with a Mexican hangmans noose Gut as in all the best tales 
no folk hero i$ created without a nail bit mg shootout with the 
Dafton fire t hers, a hairalsmg encounter with uprising ind lans 
a perilous excursion across unexpected waterfalls and a 
weary journey that takes you across murderous wastelands 
down danger filled mineshafts, through eerie gfiostowns 
and finally brings you to rest in inhospitable Monica 

you oon t need to look to the future for action packed 
ad venture t he wild west has seen enough Birins and spills 

for you never to want more 

SMUH tin OUk 

emu JX £7.99 £71.99 

iMw £7,99 
£7.99 


us Gold Limited, 

Units 2/3 Hofford way Hdiford, 
Birmingham B6 7 ax. Tel: 021 356 3388 


•LkCUMOC TJ|*c Httt 

am m E9.99 £14.99 

spwrmii £8.99 

trnimt £9.99 £14.99 
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D eep in an area of uncharted 
apace lies a strange alien 
region known only as 
"Delia', Several ships belonging to 
the Terran Merchant Fleet have 
gone missing while flying through 
this mysterious area, and It has 
been rumoured that the Hsiffan 
Khanate, dreaded opponents of 
Terra, are operating from within its 



Delia is 

impressive 1 . The 
graphics are 

superlative, the 
e fleets are stun- 
ning and the music is nothing 
short of amazing. Delta's most 
impressive feature though, is 
the enormous amount of 
objects whizzing around the 
screen _ . . bullets, rocks p 
enemy craft and swirling 
aliens -the action gets incred- 
ibly busy, and you really need 
the extra weaponry to survive. 
The thirty-two levels are vari- 
edi and there are some really 
neat ideas to surprise and 
thwart the player If you're into 
shoot 'em upSi take a look at 
this - you can't get much bet- 
ter within the horizontally 
scrolling format 



is a very 
smart-looking 


game. 

graphics are 
really neat, with a 
great parallax starfieiri and 
some lovely aliens. The music 
is superb, especially the main 
track that runs throughout the 
game. The gameplay, how- 
ever, is a little on the weak side 
- learning the attack forma- 
tions is essential but more 
often than not monotonous. 
Delta offers sufficient blasting 
for your money, but may lose 
its appeal quite quickly due to 
the predictable gameplay. 


confines. The powers that be have 
decided to send a fighter pilot to 
investigate, and, bored with your 
current position, you decide to vol- 
unteer, 

Dropped oft within range of 
Delta, your objective is to progress 
as tar as possible through the reg- 
ion and eradicate the Hsiffite 
menace. 

Following an initial onslaught of 
alien ships, individually named 
sections of the region are encoun- 
tered. These include particular 
hazards, which appear at the top 
and bottom of the screen and cor- 
respond to the area’s name - for 


The JmJJy Monitor rtlgiil* «upr*m« in th» Jolly Of Omani a . , „ ^ 
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Th a spacecraft pa s 0 as too close to the flam as of the Sun of Dreams A 
and glow* a glorious shade of orange 


example, In the 'Rocks ol Death' 
section, suitably desolate rock for- 
mations scroll past, In all cases, 
contact with the landscape 
destroys your ship. 

Learning and memorising the 
alien formations is necessary to 
ensure progress, and complete 
destruction of attack waves earns 
credits. These are used to 
accumulate additional equipment, 


increasing the ship's firepower, 
speed and shields. 

Seven icons periodically make 
their way across the screen, some 
grey, some blue - depending on 
how many credits you have amas- 
sed. Colliding with a blue icon 
adds the item in question to your 
ship and the icon reverts to a grey 
colour - hitting a grey icon results 
in the loss of a life. The added 


Defiling out largs doses of duath and destruction In Delta 7 
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I like to dictate 
the action - I 
dent like the 
computer doing it 
for me. Which is 


why I find Delta very frustrating 
end quite boring* There Is £ 
distinct pattern to follow 
throughout the levels, which 
soon proves tedious, and you 
have to collect certain 


weapons at the right time, 
otherwise progress is Impas- 
sible - regardless of how skill* 
tut you are. If bi-directional or 
multi-directional scrolling had 
been incorporated it might 
have been a different story, but 
simply flying in a straight line T 
encountering a set pattern of 
opposition is not very appeal- 
ing. Also - if the ship had a 
limited supply of ammunition, 
instead of the existing time 
limit, there would have been 
more skill involved as the 
player would have to be shot 
conscious- Delta is highly 
polished and mildly playable* 
but on the whole I enjoyed the 
mini mixing -desk loader more 
than the game ilsHf. 


equipment has a limited useful life, 
so further additions are necessary 
as you progress. 

Battle your way through thirty- 
two levels, and Delta is once more 
safe from the alien threat, But the 
Hsrffites donl give up that easy, 
and return a decade later* Once 
again if 5 up to you. now an older 
and more experienced pilot, to 
deal with the alien attack force. 
You’re not the only one lo have 
gained experience though - the 
enemy have also had time to 
1 improve their fig hti ng sk ills and are 
now a more formidable oppo- 
non ! t r r 


PRESENTATIQ 

Innovative loading system and 
stick in - game pnteinfoiHon.' 

GRAPHICS 92% 

Very effeclive pH ml I ax sUirtidd 
prettysfififos and Ian Jscap ■ 
and var led alfen. move 

E Pi T-. 

SOUND 97% 

Excellent Rc-b Hubbard sound- 
track and some good spot 
t ,tf "fCtS. 

HOQKABiUTY 79% 

Easy 1 □ ge f into, but p red Set able 
' f only 3 tew play: . 

| LASTAB1LITY 63% 

3 £ lovdS and rdugl . , : .uaw k 

■ p* it terns, but very little real vsri- 
ety 

VALUE 72% 

There are cheaper t 
up 5. Dui few as pQliehod 

OVERALL 74% 

A. high quality produc i cm w Inch 
lacks subst.'incM 




D ateline: the 37 th Century. 
The sport: Hyperbowl — a 
two player competition 
combining all the speed and skill 
of ice-hockey with the high 
technology of the future. 

Two identical ships face-off 
across the middle of a large play- 
ing area at the start of each con- 
test, The aim is to propel a puck to 
your opponents goal-line, by 
repeated f ire from the ship's can- 


visible al ail times. To compen- 
sate, them is a scanner at the top 
of the screen which shows the 
position of the two combatants in 
relation to the puck* Situated 
either aide of the scanner are rep- 
resentations of both ships show- 
ing the direction in which they are 
facing. Using this information in 
conjunction with the scanner, the 
ships are steered to the visible 
section of the playing field. 


5 Following a 

j — / rather awful load - 
ing screen, 

■B Hyperbowl pre- 
■±■1 sants some 
pretty decent graphics. The 
playing field and ships are 
neatly rendered* and move- 
ment on screen la smooth and 
convincing. Unfortunately, the 
gameplay is vary simple and 
my Interest waned after only a 
few goes. The two^player 
mode may appeal, but overall 
Hyperbowl remains a good 
implementation of a fairly 
tame idea. 


PLAMER 1 


PLAMER £ 



non or direct collision with the 
puck Itself. A choice of ten ships is 
given before play begins - each 
has its own characteristics of 
movement and weaponry. 

The playing field is multi-direc- 
tional, and scrolls in a manner 
designed to keep the puck at the 
centre of the screen - this means 
that your ship is not necessarily 


This is a fairly 
simple computer 
implementation 
of the Crossfire 
board game with 
one problem - ft doesn't wort! 
There's no variety in the 
screens and the action quickly 
becomes tedious and predict- 
able. The graphics and sound 
are nothing special, and Ws 
0 nly the two-player optic n th al 
saves tt from being chucked 
Into the bin r Still T ft is only three 
quid , . * 



A point is scored when the puck 
crosses the goal -line,, and two 
points are awarded if the puck 
enters the goal area situated in the 
centre of the goaf-line. 

Either one or two players can 
participate - the computer taking 
control of the second ship if the 
former option Is chosen. 



Hyperbowl in its 

simplest form is a 
computer version 
of the classic 
board game, 
Crossfire, Unfortunately, th* 
visible pitch area is so smell 
that it's easy to Ids* your bear- 
ings. As a one player game It 
can become very tedious, as 
initially It's difficult to get to 
grips with the controls - but 
you can soon get the hang of 
Ft As a two player game Hyper- 
bowl proves marginally more 
enjoyable - and it's only three 
quid. 


PRESENTATION 81% 

A arm or two pl ayer optFon, three 
skill levels, and effective on- 
screen presentation* 

GRAPHICS 69% 

Simple, but effective. 

SOUND 55% 

Bland title tune and adequate 
spot effects, 

HOOK ABILITY 63% 

Mildly interesting at first , but this 
quickly fades, 

INSTABILITY 41% 

The lack of variety 13 not helped 
by the tediously simplistic 
gameplay. 

VALUE 63% 

Cheap enough to tempt, 



An interesting concept that's 
well executed . , and still 
doesn't hit the mark. 








Advance Have 
4 tried quite hard to 

W pR^H emu Kate three 
F Ufli ■ ndoor sports, but 
they've failed 
miserably with the darts and 
bowling. The problem wtth die 
darts module is that ifs 
incredibly difficult to throw the 
arrows. Having to gauge the 
power and trajectory is silty - it 
only serves to make a simple 
game complicated* The bowl- 
ing module fails along those 
lines too - controlling the man 
is realty tricky, and there's no 
feeling of realism. The only 
good module is the air hockey, 
but even that has limited app- 
eal. If you're after a sports 
simulation! look up the Epyx 
series - they're streets ahead 
in every department 


releases the ball. Shoot too soon 
and the bowler hits his ankle H 
sending the ball trundling into the 
gutter - too late, and he ends up 
sprawling on the lane, while the 
ball takes the gutter route once 
again. 

As the ball heads for the pins, 


implemented and confusing to 
play. Finally, there's the more 
promising Air Hockey which is 
In truth not a bad game - it's 
fast, uncomplicated and ini- 
tially addictive, but after a few 
games It all tends to wear Off. 


INDOOR SPORTS 

Advance, £8.95 cass, £14,95 disk, joystick only. 


ored? Don't feel (Ike ven- 
turing outside? Fear not, 
Advance bring you three 
indoor sports to beat those rainy 
day blues - giving you a choice of 
Ten-Pin Sowiing, Darts or that old 
f ai rground favourite , Air H ockey . 

Game choice and the number of 
players to compete are selected 
from a main options screen. On 
loading the required section, you 
are presented with another list of 
options, from which many aspects 
of the relevant game can be 
altered according to choice. 


1 ^ ' _ If Advance think 
they're ready to 
take on Epyx with 
this sports simu- 
lation, they're 
going to have to produce bet- 
ter products than Indoor 
Sports, The introductory menu 
is needlessly complicated and 
only provides initial confusion 
to lead into more of the same 
in tiie three games that follow. 
I prefer Mast ertronic's budget 
darts game to this awkward 
method of arrow throwing. 
When all the correct settings 
enabling you to throw a 60 
have been discovered all that 
needs to be done each time is 
to make sure the settings are 
the same. Then there are the 
joys of ten-pin bowling - like 

■u- _ » .jar— mm. ■ . i ■ ha 


In Ton -Pin Bowling r you begin 
with a side profile Of your bowler at 
the start of the lane. Moving the 
Joystick positions the bowler,, and 
holding the fir© button down high- 
lights an arrow which continuously 


0 3 


no 


no 
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on 


The standard of 
the three games 
MHSHH which comprise 
this package 
varies greatly. 
The air hockey looks smart 
and provides a decent two- 
player challenge. The action 
gets very tense and things 
move about smoothly and 
realistically. Ten-pin bowling 
Is less enjoyable, having an 
awkward control method and 
not giving tru e pin -fails (you 
can hit the four pin and get a 
strike -bar sly possible in real- 
ity). The timing require d for the 
final release of the ball is too 
precise and on many occa- 
sions it ends up in the gutter, 
while your bowler leaps about 
clutching his leg. The darts 
section is really dire - it's far 
too slow and unnecessarily 
complex, taking ages to actu- 
ally finish a game. It's a shame 
that this is only as good as its 
weakest link, as you could 
have had a lot of game for your 
nine quid. 


moves across the Kane, This 
marker determines the direction of 
the balk on releasing the fire but- 
ton, the marker stops moving and 
the bowler then begins his walk up. 
As he completes this action H 

'innthn.r nrnnr tlrix-, ktii'Hh.rhn 


_ — — s — 

son view of the lane, showing the 
consequent pin-fall, The score is 
then displayed above the alley, 
next to a picture of the bowler's 
face as he displays an expression 
suitable to the outcome. 
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Both players have two attempts 
to clear the pins, over ten frames, 
and the scoreboard is updated in 
the correct manner, with strikes 
and spares recorded in the usual 
fashion, 

The Dans simulation us slightly 
more complex, as ail aspects of 
the arrow's flight are covered. The 
screen shows a central dartboard, 
with score and other relevant 
details displayed around this. 

A dart appears at the bottom of 
the screen and is moved to the 
appropriate position below the 
board!. Pressing the fire button 
stops the cursor and an angle- 
meter begins to fill, corresponding 
to the arc of the flight. Once this is 
selected, the power-meter begins 
to change colour, and as before, 
the required power is selected by 


. ■ 

. < v r : SV.- 




05 : GOALS 


' a click of the fire button. 

The view switches to an over- 
the-shoulder viewpoint of your 
player as he throws, set in a suita- 
ble pub surrounding. The screen 
then reverts to a close-up of the 
board, showing the dart's final 
position and the updated score. 
This is repeated twice more and 
then the next player lakes his turn. 

Finally, you are treated to a blast 
from the past with a two-player 
simulation of air hockey, a table- 
top version of that all -action ice 
sport. 

A forced perspective end view 
of the table is given showing the 
puck and the two joystick-control* 
led ‘hitters'. The arm is to get the 
puck into your opponent's goal as 
many times as possible within the 
time limit. The puck moves rapidly 
around the table in perspective 
and the speed of the hitters may 
be speeded up by holding down 
the fire button. 

Any goals scored are displayed 
by a row of lights along the end Of 
the table corresponding to the 
player. 


PRESENTATION 87% 

Plenty of options and good 
msircutions. 

GRAPHICS 73% 

Fair on air hockey and darts, natt 
on ten-pin bowling. 

SOUND 61% 

Awful jingles, but adequate 
effects. 

HOOKABILITY 68% 

Easy enough to gel tnto r 
although the controls may take 
some getting used to. 

LAST ABILITY 46% 

Only the air hockey holds 
inferos! for any reasonable 
length of time, 

VALUE 51% 

Insufficienl entertainment lor the 
price. 

OVERALL 587. 

A commendable, but mediocre 
attempt to produce an alterna- 
tive sports simulation package. 
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THAI BOXINC 

Anco, £7.95 cass, joystick cmfy 


H aving been beaten sense- 
less in the vast array of con- 
Itact sports available on 
computer, you may now Indulge in 
further oriental culture with Thar 
Boxing, & strange mixture of mar- 
tial artistry and fisticuffs. 

The playing screen depicts an 
elevated view of the combatants, 
who are situated before some suit- 
ably Eastern backdrops, pre- 
sented in corresponding perspec- 
tive. 

At the start of each bout the box- 


I’m sick and tired 
of beat ’em ups 

that don't offer 

anything new or 
ekdtlng, Thai 
Boxing is the same old game 
with different backdrops. 
There are a couple of novelties 
Included, like the way the 
faces gradually become 
bloody and sc on. However, 
unless you’ve got a bizarre 
desire to collect every bash 
'em up in existence, give Thai 
Boxing a miss. 





As the latest in a 
now a II -too- long 
line of fighting 
games, Thai Box- 
ing offers no 
startling advance over any of 


the others available. To be fair, 
it is competent, H perhaps a lit- 
tle lacking In variety of move- 
ment. The graphics are 
adequate - the backgrounds 
being pleasant but a little 
sparse. Not bad, but I think it 


has missed the boat some- 


what, especially at its current 
asking price. 


ers are seen squatting on the floor 
- the first round then begins, and 
they literally leap into action. Each 
bout consists of three rounds, and 
at the end of a round the boxers 
somersault into new positions 
ready for the next fight. 

The progress of the contest is 
measured by loss of stamina, as 
Indicated by a pulsing bar at the 
top of the screen. Next to this are 
the boxer' s faces. As the bout con- 




tin ues and the action hots up, the 
faces begin to show the damage 
inflicted upon one another. Thus, 
by the end of the round they are 
covered in cuts and blood - which 
is promptly wiped off by two little 
men in white coats! 

Having completed one bout, 
you progress to the next level. 
There are six levels In all, each with 
a different backdrop and becom- 
ing progressively harder. 

Control is executed in the usual 
way: each position of the joyst ick 
corresponding to a different move 
of the combatant. These are 
accompanied by suitable sound 
effects (mainly consisting of 
crunching body noises), and there 


t Anco have tried 
something new 
with this f ighting 
game - changing 
the angle of view 
and Including the bloody face 
meter. But they fall to cover up 
the fact that It’s just another 
addition to the already swollen 
beat ’em up market The other 
detraction is that the oppo- 
nents are too easy to beat, and 
consequently the fun disap- 
pears after a couple of goes. If 
you haven’t already got a 
fighting game than you might 
like to look this up, but if you 
have, turn your attention to 
something more original 


is some speech on completion of 
a contest. 

The options screen is joystick 
controlled, and caters for one and 
two player modes. It also shows 
the current state of play at the end 
of each bout. A high-score table is 
also provided which may be saved 
to tape or disk. 


PRESENTATION 81% 

Informative instructions and or- 
screen display. 

GRAPHICS 69% 

Good backdrops and adequate 
sprites. 

SOUND 56% 

Sland tune and harsh spot 
effects. 

HOOKABillTY 62% 

Initially appealing but nol par- 
ncuiariy gripping. 

INSTABILITY 53% 

Not much m the way ot l&sisng 
challenge, although ihe two 
p lay er opti on d oes provad e some 
spsce. 

VALUE 55% 

Not Ihe cheapest fighting game 
available, and certainly nol Ihe 
best, 

OVERALL 55% 

A different approach to a tried 
and tested theme, sadly making 
little difference to the content. 
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Electric Dreams, £9.99 cass, £14.99 disk, joystick with keys 


PRESENTATION 42% 

Confusing, awkward, and frus- 
tratingly slow. 

GRAPHICS 64% 

Attractive, bul repelilive. 

SOUND 10% 

Very little, and what's there is 
poor. 

HOOKABILITY 27% 

Irritating and lar from addictive, 

LASTABIUTY 7% 

Absolutely nothing stimulating or 
worthwhile to return to. 

VALUE 6% 

Represents an abysmal invest- 
ment for ten pounds. 


in this case, big isn't remotely 
beautiful - not one single 
redeeming feature to write borne 
about. 


accessed through Weapons 
Mode. 

Swirling patches of colour are 
encountered deeper in the jungle. 
These act as doorways to loca- 
tions elsewhere on the planet. 
Remember there are 40 billion, so 
almost any name will 1 do for a desti- 
nation. Mind you, you can get lost 
too, so this is where the homing 

_ M "iwWjNG'S 


problem, but at least the sonar 
makes life sound brighter - by 
bouncing an echo off an object, its 
bearing and rough distance is 
revealed. A short walk through the 
j u n gle is ok ay, but you 1 re tol d if the 
range is too far for a stroll and it's 
then time to take to the trusty jet- 
pack. 

When within range of an object, 
tra veiling can be done on foot. 
Pressing the forward key brings 
the front view into sharp relief and 
shows tho next planet section. Left 
and night movements (or even a full 
180 degree turn) are shown as a 
bearing at the top of the screen. 

The Emerald Planet is largely 
uninhabited, except for a strange 
breed of energy-sapping robotic 
bugs. Energy loss can be fatal, and 
although there is a means of 
replenishing it, killing the robots is 
a far better method of staying 
alive, A Laser Pulse Gun is a handy 
extra when it comes to bugs - it's 


G argantuan is an over- used 
adjective , but a game with 
40 billion mappable loca- 
tions seems to qualify for this 
description - so using it one more 
time to describe Explorer wont do 
any harm. The Ram Jam Corpora- 
tion has ever been a source of 
oddities, from its first and marvell- 
ously humoro us Valkyrie 1 7 
adventure. In this new quest, the 
cosmic joke is that your second- 
hand space vehicle has broken up 
over the Emerald planet. To make 
matters worse, fragments of your 
craft have scattered around nine 
of its 40 billion locations - and 
you've got to find them all before 
escape is possible . . . some cos- 
mic joke, huh? 

Several vital instruments have 
survived the crash. There's a 
Compass, a Homing Beacon, 
Direction Finder, a Laser Pulse 
Gun and an all-important Sonar. 
Recovering the ship parts is a 


1 ttoVtf the 

^ ea attampt- 
mg to explore 
forty billion i oca - 
tlons grab you? 
No, me neither. Explorer is 
basically a programming exer- 
cise designed to impress 
rather than stimulate - but it 
does neither. The graphics, 
though reasonably well exe- 
cuted, are lacking in any sort 
of variety - there could be ten 
locations for all we know. It 
more or less consists of trian- 
gulating compass bearings to 
find ttie parts of your 
spaceship. A heavily sarcastic 
l wow\ Maybe this system of 
creating locations can bo put 
to better use in another game 
- ffs com p letely wa a ted in this 


inordertubeable 
to call this com- 
MjH puter entertain- 
ment, the term 
would have to be 
redefined. Locating the nine 
inconsequential objects 

within the 40 billion virtually 
identical screens is unbelieva- 
bly tedious, monotonous, 
pointless, fruitless and rub- 
bish. The game-play is com- 
pletely unrewarding, there's 
no action, end all of the loca- 
tions that I've seen look 
exactly the same. If you really 
want to do some exploring 
why not buy a rail or bus tick- 
et? There's a whole world out- 
side your computer that has an 
Infinite number of locations, 
the scenery is portrayed In 
highly convincing 3D and it 
moves in a lovely parallax 
scrolling fashion. 


beacons come in. These can be 
dropped anywhere to be used as 
useful reference points - they're 
seen from the air as flashing 
squares. 

The energy available to power 
all the equipment is limited, and 
the level of reserves is shown as 
one of the menu options, which 
can be accessed at any time by 
pressing FIRE and then the first 
letter of the required op ton., 


a This is a com- 
puter simulation 
of searching for a 
needle in a hays- 
tack. *t p s abso- 
lutely mi nd-numbingly tedious 
- literally spending hours 
flying over what appears to ba 
tha same landscape, ach lav- 
ing absolutely nothing. And 
whan you do finally get within 
range of your target. It takes 
hours to pinpoint its exa ct pos- 
ition „ . AAARGHE 1 would 
also dispute tha manufactur- 
ers claim that tha planet con- 
sists of 40 billion locations - St 
appears to me to bo 40 boring 
locations repeated a billion 
times. Pont buy this under any 
circumstances, unless of 
course your Idea of a good 
time is taking up the carpet 
and watching the floorboards 
warp. 
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RaJnbird Software, Welling ion House, 

Upper 5t Martins Lane, London WC2H 9DL 
Tgl: 01-240 8S30 
flainbird So-ttwar* it « dMlion of 
Brilith TtftC&mmynLcaliDnfl pld 


The Walker attacks Bank your craft 
\o evade the lasers and prepare lofire 


Missile launched 1 Steer your TV- 
‘;.«ideO missile on target to annihilate 
leader 


The Stargbder swoops in to attack. 
Several direct hits arc needed to 
destroy n 


A special mission. A deviating 
super missile has been located in the 
ruins of Novania 


ScresTsholS taken from Spectrum 4fi.‘l2S version 


A Storm per and Walker close In, Laser 
fire is futile against these metal 
monsters 


Energy towers tie dead ahead 
ielended by heavily armed BgrOn 
battle tanks 


I S E-fl K i _ ' 


Air to air and air to ground combat flight simulation 

Defeat the elusive Starglider in an amazing all-action combat 
flight simulation. The planet Novenia has been devastated by an 
evil tide of invading Egrons; single-handed, you must wipe out 
the enemy in explosive one-to-one combat. Swooping down with 
lasers blazing, you’ll need to take fast evasive action to avoid the 
barrage of enemy missiles. Exhilarating low-level attack and 
defence flight manoeuvres, coupled with a cunning strategic 
eiement, make STARGLIDER a classic among classics. 


OF THE 


Popular Computing Weekly 


Innovative 
Game of the 


PROGRAM 


YEAR 


Most 




Your Computer 

The games designers were aiming 
at the “best arcade shoot 'em up 
with vector graphics ’... they have 
achieved this' 

Commodore User Screen Star 

'Has set a new standard in its class 7 

Commodore Computing International 

Mega Hating 




CBM 64/128 cassette 


CBM 64/128 disc 


£ 14.95 

£ 17.95 









III! 




Continues 


$(at RaidufS I! is a hidcrrafU o< the Mtfl CdfporatlOn 


iiiiilii! 




wsuBam 


BIBSSsSwui 


The future of the Atari an Federation is in ^^sas the evd 
Zylon Master, Chut, plans to destroy he CetoslV ' Sta _System. 
Pilot the hottest fighter in the galaxy, the Ubedy Stan md wipe 
out the Zylon Master Force and its super Attack Babes. 

The sequel to the game that astounded 
the world STAR RAIDERS II™ will leave you 
stunned; there is simply no other game to 
compete with its sheer excellence. 

" AVA » Afli F AM: — 

— — — £9.99 

Amstrad CPC cassette H4.99 

Amstrad CPC disk ' «j‘qq 

Commodore 64/1 28 cassette jSfo 

Commodore 64/1 28 disk ... raqo 

ZX Spectrum 48K/128K/+ - - 

& 

SOFTWARE 

FLECTRIC DREAMS SOFTWARE, 31 CARLTON CRESCENT, 
SOUTHAMPTON SOI 2EW. TEL: (0703) 329694 

Mail Order: 23 Pond Street, Hampstead. London NW3 2PN 




■ 

GAMES TOP 30 






1 (1) WORLD GAMES (13%) 11 ( 7 ) ALLEYKAT 

US Gold/Epyx , £9. 99 cass, £ 1 4. 99 disk Henson , £8.95 cass .£12,95 disk 

ZZAP? Overall Rating; 96% ZZAP! Qv&rail Rating: 89% 


21 (25) MERCENARY 

Novagen, £9 95 cass. Cl 5.95 disk 
ZZAP* Overall Rating: 9B% 


2 (2) LEADER BOARD (13%) 12 (11) DAN DARE 

US Gold Access. £9\95 CSSS, £14.95 disk Virgin, £9.9 S cass, Cl 4.95 disk 

2ZAP f Overall Ratmg: 97% 77 A P! Overall Rating: 94% 


22 (28) ELITE 

Firebird, El 4. 95 cass, £17.95 disk 
ZZAP! Overall Rating. 95% 



3 (5) GREEN BERET (6%) 
Imagine, £6.95 cass 
ZZAP 1, Overall Ratmg: 93% 


4 (4) GHOSTS ’N' GOBLINS (6%) 

Elite. £9,95 cass. £14.95 disk 
ZZAP! Overall Rating: 97% 

5 (3) SUPER CYCLE (5%) 

US GolcfrEpyx., £9.99 cass, £14.99 disk 
ZZAP! Overall Rating: 95% 


international 

KARATE (3%) 



em 3, £6. 50 cass, Ei 0 99 disk 
P! Overall Rating; 91% 


7 (9) UR1DIUM (3%) 

Hew&on, £8,95 cass, £12.95 disk 
ZZAP 1 Overall Rating: 94% 


Q(12) GAUNTLET (2%) 

US Gold, £9.99 cass, E 1 4 .99 d>s x 
ZZAP' Overall Rating: 93% 

9 (8) SANXION (2%) 

TtiaianiLS, £9.95 cass. £14.95 disk 
ZZAP’ Overall Rating; 93% 


13 (13) THE SACRED 

ARMOUR OF ANTIRtAD 

Palace Spit ware, £8.95 cass 
ZZAP 1 Overall Rating: 93% 

14 (15) DRUID 

Firebird, £7,95 cass 
ZZAP! Overall Rating: 86% 

!5|74J PARADROID 

Hewscm, £7.95 cass, Cl 2,95 disk 
ZZAP? Overall Rating: 97% 

16 (18) THE SENTINEL 

firebird. C9.9& cass, £ 14.95 disk 
ZZAP! Overall Haling: IWA 

17 (20) WINTER GAMES 

USGbld/Epyx, £9.95 cass. £14.95 disk 
ZZAP' Overall Rating: 94% 

18 (18) 1942 

Elite. £9.95 cass, £14 95 disk 
ZZAP 1 Overall Paling: 58% 

19 (19) SUMMER GAMES It 

USGold/Epy*. £9.95 cass, £14.95 d is x 
ZZAP 1 Overall Rating: 97% 


10 (10) PARALLAX (2%) 

Ocean. tB-95 cass 
ZZAP" Overall Paling: 93% 


20 (24) INFILTRATOR 

U S Gold . £9, 99 Cass . C 1 4 .99 disk 
ZZAP! Overall Rating: 91 % 


23 (17) KNIGHT GAMES 

English Software, £3.95 cass, £i 2.95 dak 
ZZAP 1 Overall Rating: 90% 

24 (29) FLASH GORDON 

Mastertronic, £2.99 cass 
ZZAP! Overall Rating 89% 

25 (23) FIST II 

Melbourne House, £9.95 cass, £14.95 d*sk 
ZZAP! Overall Rating 39% 

26 (30) SPACE HARRIER 

Elrte, £9-95 cass, £1 4.95 disk 
ZZAP 1 Overall Rating - 45% 

27 (-) ESCAPE FROM 

SINGE’S CASTLE 

Software Projects, 9.95 cass £l 4.95 disk 
ZZAP! Overall Rating- 90% 

28(21) JRIDI3 ALPHA 

Hewson, £6.9 5cass P £12.95 disk 
ZZAP! Overall Rating. 95% 

29 (26) AVENGER 

Gremlin Graphics. £9.95 cass. Cl 4. 95 di^fc 
ZZAP? Overall Rating: 66% 

30 (22) THRUST 

Firebird, £1.99 cass 
ZZAP! Overall Railing; 94% 
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MUSIC TOP 10 



1 (1) SANXION 

Thalamus 

Loading Mus-C [Rob Hubbard j 


6 (3) PARALLAX 

Ocean 

Tills Screen MljEpC l Martin Galway) 


2(5) MIAMI VICE 

Ocean 

'Tithe Screen’ Music {Martin Galway) 

3 (-) UGHTFGRCE 

FTL 

Mam Theme I'Rob Hubbard) 


7 (-) GREEN BERET 


Loading Music (Martm Galway) 

8 (?) RAMBO 

Ocean 

Mam Theme (Marl in Galway) 

9 (4) INTERNATIONAL KARATE 

System 3 

Main Theme (Rob Hubbard) 

10 (10) PHANTOMS OF THE ASTEROID 

Mtetqrirortic 

Title Screen Music (Rob Hubbard) 


4 12) KNUCKLEBUSTERS 

Melbourne House 

Main Thermo {Rob Hubbard) 


5 (-) FLASH GORDON 

Mastertromc 

■He Screen Music (Ret? Hubbard) 


CHART VOTING DRAW WINNERS 

WINNER (£40 worth of software ,>ius ZZApf I -Shirt): Mark Younq , Swm 
don SN4 OHA 

RUNNERS UP (ZZAP! T-Shirt and Cap): Kevin Scott, Edinburgh EHfl 
7AY; Gordon Saunders, Torquay TG2 7RE: Jimmy Layland, Birming- 
ham B26 3ER: Charles Stewart. Lancs BB4 BRP 


CHART VOTING COUPON 

(Please write la BLOCK CAPITALS) 

Name 

Addross. 

r iuu i wuxr j k ■ a - ■*- ■■ - ■ « + ■ ■■ §■■ -a iiji a »•■ i a i n ra i ■ aa an 11 a i a i a i a a a lj ij _ i _ a _ l. - _ a . j - . _ . 


Postcode 


If t win the £40 worth of software I would like the following games 
(Game and Software House) 


T-Shirt Size S/M/L 


I am voting for the foil owing five games 


1 am also voting for the following piece of music 
(Commodore 64 ONLY) 


ZZAP! CHARTS, PO BOX 10, LUDLOW 
SHROPSHIRE SYS 1DB 






AXIS 


Activision, £9.99 cass, £14,99 disk, joystick only 


'23S 


PRESENTATION 85% 

Plenty of options and stick in- 
game presentation. 

GRAPHICS 68% 

Garish, bul there are some imag- 
inative sprites and pretty effects. 

SOUND 78% 

Continuous soundtrack which 
vanes throughout the mission, 

HOOKA BILITY 74% 

Instantly enioyabie bashing and 
collecting action, 

LAST ABILITY 69% 

Saving the universe js a lough, 
occasionally monotonous, but 
enjoyable enough task, 

VALUE 59% 

Not enough action and playabil- 
ity io warrant its htgH price tag, 




An interesting and fairly unusual 
game., 


W hen Professor Chfonos 
created a time machine, 
little did he realise what 
chaos his discovery would cause. 
Accompanied by his assistant, the 
Professor and his assistant travel- 
led the timeway s and all went 
well . . , until the machine mal- 
functioned artd exploded, scatter- 
ing its component parts through- 
out the centuries. This event rip- 
ped apart the very fabric of the 
Universe, and in the confusion a 
new Universe began to emerge, 


& 1 Fifth Axis initially 
appears ufiln- 

ter eating « 

Hi there's not a 
great deaf to look 
at, ^nd the inlay doesn't make 
it sound promising. However* 
when you begin playing ft soon 
holds your interest. Basically, 
It's a vary simple game, with 
oddments such as the collec- 
tion of ot^acta and killing 
aliens thrown in to add a bit of 
spice. The animation Is par- 
ticularly striking - the way in 
which the main character runs 
is quite realistic. Fifth Axis is a 
great package - well worth 
spending some time and 
money on. 


VAk yJj f J ‘Don 1 ! judge a 
book by He cower 1 
says the proverb, 
H QjH and In this case 
ife quite true. 
First impressions of Fifth Axis 
aren't very good - it even looks 
grotty on paper. However, 
when you greb hoJd of a Joys- 
tick and atert playing you 
realise that l| p e absolutely bril- 
liant- A fair bit of beat ’em up 
action spliced with a Hetty 
dose of arcade adventure, all 
mixed hi with some greal 
tunes end effects, results in an 
extremefy playable and enjoy- 
able game. Joystick accuracy 
and speedy reactions are 
required* and there's enough 
action and challenge to keep 
any pfeyer happy for quite 
some time. 


life - are defined. Each charac- 
teristic has an initial value of fifty 
points and another fifty points are 
available, allowing the player to 
distribute them according to play 
ing style. The mission begins when 
the points have been allocated. 

The lab consists of a series of 
scrolling Horizontal levels, linked 
by lifts andl gravity drops. Mis- 
placed artifacts are scattered 
throughout the complex, and can 
be picked up by running over 
them. Geometrically shaped keys 
can also be picked up - endowing 
the character with the ability to 
cross Holes in the floor that can't 
normally be jumped, 

Throughout the mission the hero 
is harassed by the lab's guardian 
androids. These horrors attack on 
sight, and contact with them 
reduces the character's numeri- 
cally represented energy level 
towards a fatal zero. The hero has 
the ability to fight back, and can 
totally destroy an android by 
repeated kicking and punching. 

Every time an object is collected 
or ah android is destroyed, the 
numerical Fifth Axis* rating at the 


top Of the screen increases by a 
few points. Each time it reaches a 
multiple often the character is sent 
to the location of an anachronon 
for a limited period of time. The 
screen displays a scrolling pass- 
ageway along which the character 
runs. An arnachmonpn is situated at 
the end, and has to be reached 
before the time limit expires. The 
passageway is littered with 
objects which have to be jumped 
or ducked* making the run more 
difficult. Hitting one results in your 
character stumbling over, and a 
loss of time is incurred. Recover- 


ing the anachrcmon returns the 
character to the lab so that more 
artifacts can be picked up. Failure 
causes the 'Fifth Axis' meter to 
diminish, and consequently more 
artifacts have to be picked up. The 
mission is complete when the 
meter reaches 100%. 


destroying the exis^ng cosmos as 
rt developed. The only way that 
this process can be arrested is if 
someone collects all of the time 
machine’s scattered components 
(or anachronons as the Prof calls 
them). As you’re the Prof's assis- 
tant, it s up to you to do the job. 

Before the mission is underta- 
ken a character is set up. Firstly it 
has to be given a name and then 
the character's three different 
characteristics - force, agility and 


CJI HERON 


Fifth Axis Is vfau- 
lyh ally awful - the 

m u backgrounds are 
" very bland, with 

poor use of col- 
our and very ifttfe detail. Simi- 
larly, the sprites are only single 
colour, but they do work 
unusually well. The main 
character is moved around 
quite easily » and the animation 
1$ relatively ernooth f with some 

nice parallax scrolling on the 
background in the second 
stage. But ba?; realty this is a 
sort of poor man'e Impossible 
Mission - a bit overpriced, but 
quite enjoyable. 














MAGIC MADNESS 


Anco, £7,95 cass, £9.95 disk, joystick or keys 


PRESENTATION 66% 

Simple insl ructions, limited 
options, bul a neat high-score 
table. 

GRAPHICS 62% 

Small, adequately drawn and 
animated characters, with col- 
ourful backdrops. 

SOUND 69% 

A good rendition of 'The Sor- 
cerer's Apprentice' plays as you 
do, 

HOOKABIUTY 72% 

Easy to play, and ii 's possible to 
get quite far Irom start, 

LAST ABILITY 51% 

Comp lete one level and the u rge 
to return isn't so strong. 

VALUE 56% 

A fair price for a reasonable 
game, 

OVERALL 58% 

A mifdly playable game - 
destined f of obscurity, perhaps? 


MITTZbS 


race upon a lime in a cour - 
I try called Meverland, there 
ruled four magicians, each 
hVith a magic scroll from which he 
drew knowledge, Their power was 
good and everyone in Meverland 
was happy ... until the evil sor- 
cerer, Goto, killed the magicians 
and stole the scrolls, plunging the 
land into despair. 

A good witch has been enlisted 
i>y the people of Meverland to 
enter Colo's burrow and attempt 
to recover the scrolls. She has four 
items to help protect herself - a 
Cape,, a Cross, a Wand and an 
Hour Glass, Each of these has a 
different function., enabling the 
w^tch to deal with the creatures 
inhabiting Colo's domain. 

The story unfolds over the four 
levels of the burrow: Heaven, 


Magic Madness 

isn't particularly 


it's not awful* It is, 
very pimply* a 
reasonable platform game 
witfi a few nice graphics to 
'pretty H up\ The music adds 
to the atmosphere* and 
creates the mood to get you 
deeper info your pi oration. 
There 1 * not a great deal I can 
add to that - personally I 
wouldn't pay the asking price* 
but f m quite happy to sit down 
and play it for a while. 


enables the witch to float up to the 
previous level or magic weapons. 
These are carried by the witch and 
when a denizen approaches the 
appropriate weapon can be 
accessed by pressing the space 
bar 


’i^/w This is quite a 

I f strange game 

both to look at 
and to play, but 
if 3 really good 
fun. The odd graphics and! 
control method initially con- 
tuse* but a* more proficiency 
Is gained the full entertaining 
and addictive qualities can be 
appreciated. The task quite a 
difficult, but Magic Madness 
deserves perseverance. The 
highly original high- score 

table is great Idea, adding to 
the programs "cute* appeal. 
An unusual product which 
deserves a lot of credit - try It 


wanders around the burrow in 
search of the scrolls, despatching 
Colo's henchmen as you go. 
Chests are encountered along the 
way, and contain either bonus 
points, extra time, a balloon that 


\ tT# Magic Madness is 

an oddly appeal* 
sng little game. 
The graphics and 
sound are 

nothing special - the main 
character moves around 
rather slowly and some of the 
sprites are a little blond* but It's 
qurte playable and fairly addic- 
tive. the action does get quite 
hectic at timer,, end although 
simple (and possibly over- 
priced for what it offers) Magic 
Madness may appeal to the 
arcade adventurer in heed of 
some light entertainment. 


the scroll. Only when atf four 
scrolls have been collected can 
the witch confront Colo himself; 
killing the sorcerer, and freeing 
Neverland from his grasp. 


The four scrolls are hidden in the 
burrow, and the witch must find 
the guardian Ant Eater on each 
level in order to be presented with 
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TRANSFORMERS 


Activision, £9.99 cass, £14.99 disk, joystick with keys 


PRESENTATION 70% 

Good instruction^ and inspired 
in -game presentation which is 
awkwardly executed, 

GRAPHICS 39% 

Larg a „ bu t not very det a iled , col- 
ourful Or remotely convincing 

SOUND 31% 

Disjointed tune plays throughout 
and is rudely interrupted by sim- 
ple spot ejects. 

HOOKABILITY 54% 

Slow, cumbersome and easily 
frustrating.. 

USTABUJTV 3S% 

Unrewarding and inelegant - not 
one to tempt you back. 

VALUE 32% 

Ten qu»d is well out of order. 


OVERALL 40% 


A weak tie- in which bears little 
relevance to the toys - David 
Crane tries to do for Transfor- 
mers what the Electronic Pencil 
Company did for Zoirfs. And it 
simply doesn't work. 


If there's any- 
thing I hate the 
about 


>-;:i most 

games it's wait- 
ing for minutes 
on end for something to hap- 
pen. This happens recurring ly 
with Transformers! especially 
on ttie map screen where the 
action only happens once 
every two or three minutes. 
Then, when you consider the 
effort it takes to reach any of 
the destinations, on arriving 
the Deceptions fly around as 
such as speed that is quite 
impossible to hit them with the 
slow firing laser that is pro- 
vided. The graphics are of a 
similar standard to the sound 
- poor and irritating, and no 
matter how long I played it 1 
felt I was making no headway. 
Generally! Transformers is 
annoyingly dull and I advise 
you not to waste either effort 
or money on it. 


O nce again, the evil Decepti- 
cons are attacking Earth in 
search of energy. It's up to 
you to marshall a force of eight 
Autobots and fight off the- despica- 
ble robots. Strategy is combined 
with arcade action - seven key 
installations provide targets for the 
invaders, and part of the game- 
play involves making sure that at 
least one of your defensive robots 
is on hand when an attack is 
mounted on a particular location, 
Each of the eight Autobots you 
command has its own special 
blend of characteristics and attri- 
butes affecting its capabilities. 

The overall picture is revealed 
on the main map screen, accessed 
at any stage by a press of the M 
key. All the locations are shown, 
together with the roadways that 
link them - the eight Autobots am 


replaced by the view-screen gen- 
erated by that robot's visual cir- 
cuits, A cross-hair sight is used to 
target the on-board weapon sys- 
tem and if the nasty Decept icons 
are active at the location, a shout 
'em up sequence commences. 
More than one Autobot may be at 
a single location, and the B key 
invokes the autofire mode - up to 
eight "targets 1 can be placed on 
the screen by moving the sight and 
pressing fire. After a short delay 
the cannon shoots automatically 
until all the targets have been shot 
at once, Meanwhile, you can take 
control of another Autobot and do 
battle with the Decepticons as a 
team. 

During battles, your robots' 
ammunition and energy reserves 
are depleted and damage may 
well be inflicted by the attackers. 
Sending battle-worn defenders 
back to base allows them to be 
repaired and re- armed, but if too 
much damage has been sustained 
it may be impossible to repair an 
Autobot completely. Severe dam- 
age is indicated by a blank, grey 
screen when the View-screen is 
accessed. An overall status report 
on the current Autobot may be 
examined by pressing S while in 


View -screen mode, or by entering 
S followed by an indentifying 
number while the Map Screen is 


main screen keep a tally of the 
energy reserves accumulated by 
the two sides in the conflict, and if 
the Decepticons get too great a 
lead the contest is lost, Earth is 
taken over by the evil Invaders, 
and you can choose from a list of 
nine numbered hints before having 
another go. 

It's not just energy the Decepli- 
cons are after, however. Some of 
the locations contain items that 
prove very useful to them in the 
course of their fight for world 
domination - it's important to 
make sure that they don't get their 
metallic claws on some space dust 
found in the shuttle base. For 
instance - it comes in handy for 
creating giant, marauding hippos! 


V ''VVy!U Everything about 
A this program Is 

I ■■ rubbish. For a 
F ill start, the plot is 
so awful that it 
wouldn't convince a three- 
year-old. Next come the 
graphics, and these are in the 
same league as the plot, as 
they would disappoint the 
same unfortunate child. Actu- 
ally! they look as though 
they've been drawn by some- 
one of that age. Obviously con- 
cepts such as perspective, 
shading, 3D and colour were 
all a little too much for the art- 
1st to Cope with. The sound is 
an out-and-out joke, and it all 
gets boring after a couple of 
plays* How the programmers 
could pass this off as a profes- 
sional product Is beyond me 
entirely. Don't buy this - not 
even if you think die toys are 
the best thing since sliced 
bread* 


The aim is to keep your own 
energy reserves as high as possi- 
ble while preventing the invaders 
from stealing too much energy 
from key locations - such as an oil 
well, a pipeline, and a nuclear 
plant Counters at the base of the 


y Therms an impre- 

ssive credits list 
on the inlay, and 
■H given the talents 
Involved ft's sur- 
prising that tha end product 
isn't up to much. The sound 
and graphics are mediocre,, 
and the game-play falls 
between the two stools of 
strategy and arcade action. 
The pace varies from alow on 
the map screen to cumber- 
some in the arcade sections- W 
you want an excellent toy tie- 
in, go for Zoida. Transf armors 
isn't very pretty, nor is it very 
compelling. 


represented by numbered 
squares. When a location is under 
Deception attack it flashes red on 
the main map - the border flashes 
red if an attack begins white the 
screen display is being generated 
by the visual unit of a Autobot cur- 
rently under your direct control. 

To move Autobots around the 
terrain, press D when the map 
screen is in view, followed by the 
number of the robot you wish to 
move. Enter the initial letter of the 
destination location, and the 
selected robot begins the journey 
and you am free to gel on with 
other things. Ail the Autobots may 
be sent to a Single location, or the 
team may be allocated to locat ions 
according to preset deployment 
patterns. 

The V key allows you to taka 
direct control of a specified robot, 
in which case the map screen is 
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BELIEVE ME... THERE IS ONLY ONE WAY TO BEAT THE 


k I took on the Mutants knowing I was . . 

Ik I armed to the teeth with missiles, mines, r-s. 1 l 

torpedoes and more. .. I could even choose ^ ' j j 

W where I wanted to fight! Now could I loose? " | 

...Mow DID I loose? I've never seen anything j if* 

ike it... they came at me in droves, in swirling '' 

gases, In forms spinning a deadly gossamer and there were more to 
come. I know now that one form of Mutant wil! never escape a well 
planned pattern of mines. It's just the beginning... but I must build 
the ultimate weapon or lit NEVER be rid of them all! 


Ocean Software Limited 
£ Centra I Street Manchester M2 SMS 
Teephone: 061 032 6633 Tele*: 669977 
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